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"All that is human must be 

retrograde, if it does 

not advance." 
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reviews 
Our Screentest section extends to a glorious 35 
pages this month, with the top games receiving 
depthy 3-page treatments. 

ON COMPUTER AND CONSOLE pages 50-85 
72 AERO BLASTER Kaneko 

54 ALIEN STORM US Gold 

71 BURAI FIGHTER Nintendo 

69 COHORT Impressions 

60 DARK MAN Ocean 

68 DAS BOOT Mindscape 

61 ELF Ocean 

82 F-15 2 Microprose 

81 GAUNTLET 3 US Gold 

54 GODS Renegade 

59 HILL STREET BLUES Krysalis 

66 JETFIGHTER 2 US Gold 

66 MERCS US Gold 

76 MEGA TRAVELLER 1 Empire 

71 MIDNIGHT RESISTANCE Data East 

84 NAM Domark 

71 PREDATOR 2 Image Works 

50 SPACE QUEST IV Sierra 

71 R-TYPE Nintendo 

56 SHADOW DANCER US Gold 

58 SQUASH Krisalis 

67 VIZ Virgin Games 

Captain Planet is here to save the 

careless inhabitants. Preview his expl 

iil||8W 

THE ULTIMATE! 
Super Mario World is arguably the most 

playable game ever. But what is it about the 

escapades of the moustachioed pizza-man 

that addict players so instantly and so fully? 

Is it the graphics? Is it the control? Is it the 

variety? Or none of the above. Whatever the 

answers, there are lessons for us all in Mario's 

madness. 

We analyse the phenomenon on Page 24 
Probably the best game in the Super Mario World. 



The European Computer Trade Show took place in the 

Business Design Centre last month. Read all about the 

deals, the missed opportunities and the worst organised 

party in the history of the planet. See page 40. 

TAI/E YOIIP Dlfl/I This month sees ACE covering both the cur- 
IMIVL I vUlt T IVlY" rent games scene and the possibilities of 
future technology in as comprehensive way as possible. The issue has a 
heavy games bias this time, with thorough features on Mario, Captain 
Planet, Air Duel and Falcon 3. There's a full thirty-five pages of games 
reviews including Space Quest IV, Cods, Alien Storm and F1SII. But tech 
fans need not worry, as we've assembled a free supplement 100% dedi¬ 
cated to CDTV, Virtual Reality, and Full Motion Video. And there's even a 
breakdown of those over-used and over complicated terms attached to 
each. And why the decision to opt for this dangerously exciting mixture? 

It's all part of our never-ending quest to provide our readers with the ulti¬ 
mate monthly guide to Advanced Computer Entertainment. 

features 

Time Rippers. Sierra's excellent 

graphics are employed in their most 

depthy and tricky adventure yet. See 

the review on page 50. 

COVER STORY 
Spectrum Holobyte's Falcon 3 boasts a 
3D topographic landscape, giving it one 
of the most realistic combat environ¬ 
ments in which to fly. The added fact of 
the Electronic Battlefield System 
enabling players with forthcoming 
Spectrum Holobyte titles to appear in 
each other's games makes it possibly 
one of the most important develop¬ 
ments in simulation games for a very 
long time. See Page 32 

1UIUE 1991 

18 CAPTAIN PLANET 
Mindscape is currently putting together two 

versions of the exploits of the new mean green 

fighting machine. We talk to the programmers 

of both and ask the folks as Mindscape about 
their hopes for the product. 

22 SONY ON CD 
ACE talks to Sony US regarding their not-entire 

ly half-hearted entrance into the CD arena. 

24 SUPER MARIO WORLD 
Super Mario World on the Super Famicom is 

possibly the most playable game in the world. 

After literally months of play, we feel ready to 

offer our opinions as to the very essence of its 
greatness. 

32 FALCON 3 
For those of you who like your flight sims realis 

tic. Spectrum Holobyte are keen to cater for the 

most demanding of tastes, with Falcon 3 boast 

ing a topographic landscape as well as a host of 

other state-of-the-art features. How did they 
do it? 

39 RETURN OF THE CONFERENCE! 
If you've ever wondered exactly how a software 

company works, you'll be keen to take us up on 

our offer to visit a Major Firm and talk to the 

bosses and the programmers. 

40 ECTS SHOW REPORT 
We report from this year's computer trade 

show where the industry folk have been decid 

ing what you'll be playing this Christmas. 

44 AIR DUEL 
Glyn Williams' multi-craft flight game promises 

to offer players all-out flying action, with the 

emphasis on the thrills and spills of heroic aero 

batics and far less gametime wasted on tog 

gling flaps and avoiding heat currents. Sounds 
like a good deal to us. 

REGULARS 
7 ACE GAMES NEWS 

The Blues Brothers, Cyber Fight, Sonic the 

Hedgehog, Battletoads and the Adda ms Family. 

11 ACE TECH NEWS 
The latest news of widgits, gizmos and events 

on the hardware scene from the ECTS show. 

15 LETTERS 
Speak out! 

76 TRICKS'n'TACTICS 
Solutions, codes, cheats and hints for the best 
games of the moment. 
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The island of Alcatraz stands empty and discarded - a relic of the past. But, as night 

settles, the ruins of the old prison comes to life. In an ironic twist of fate, Alcatraz is 

now the hide out of an evil drugs cartel, led by Miguel Tardiez, its cruel and callous 

chief. As a crack commando you are about to undertake the most * perilous and 

daring mission ever. Your task - penetrate the island of Alcatraz and capture 

Tardiez. If you fail the State Department will simply deny any knowledge of your 

existence. There’s no such thing as a dead hero. 

Track down Tardiez's men, as you move ever 

closer to the very centre of corruption. 
It's the final countdown, as HQ gives the last 

briefing. 

Tardiez's men lurk on every comer. 
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The Chaos Engine 

Will the next Bitmap 

Brothers game be an object 

lesson in trendy mathemat¬ 

ics? Find out next month... 

j ^ 
c= £1 Rik Haynes meets the world’s fastest sprite. 

The Blues Brothers 
You will soon be able to relive the cult comedy capers of 
Dan Ackroyd and John Belushi when Titus unleashes a 
computer game inspired by the utterly brilliant Blues 
Brothers movie. 

Follow Jake and Elwood, the all-time Rhythm ‘n’ Blues 
faithfuls, as they prepare to conquer the stage once 
more. The game includes over 200 different scenes of 
gameplay and the original Blues Brothers’ soundtrack. 

Titus declares this piece of interactive entertainment 
is an explosive blend of action, comedy and music. 

The Blues Brothers game consists of five levels 
set in department stores, warehouse, prison, sew¬ 
ers and city streets. Jack and Elwood each have 
different qualities related to their physical charac¬ 

teristics. Thus lean and lanky Elwood can 
jump higher whilst Jack can thread his 
way through certain places more easily 
thanks to his smaller, albeit fatter, size. 

Your enemies flee in fear as soon as Jack grabs a 
microphone or Elwood hoots on his harmonica. The 
dynamic duo can also fly once they’ve found some bee 
outfits! 

Rolling, rolling, rolling, keep those doggies 
moving... 

Cyber Fight 
From Powerdrome author Michael Powell comes 

Cyber Fight (working title), a release with spec¬ 

tacular 3D graphics which Electronic Arts spec¬ 

ulates is the first 'Virtual Reality' combat game. 

Set in the future, Cyber Fight is the name of an 

arena-based sport. Five player-controlled con¬ 
testants do battle in mighty exo-skeletal fight¬ 

ing machines. Before combat commences, you 

must arm your Cyber Fighter with sledge ham¬ 

mers, rotary cannons, wire-guided bazookas or 

nuclear warheads. The variety of Cybernetic 

combat enhancements include radar vision, 

invisibility fields and battle computers. Gravity, 

friction, inertia and elasticity all influence the 

combatants as they run, jump and fly through 
six battle arenas. 

Once victorious, you're able to scavenge the 
remains of your computer- or human-con¬ 

trolled opponent for the spoils of war. You can 

trade this junk for better hardware. Cyber Fight 

features one- or two-player action via split¬ 
screen or datalink. 

The 3D can't fail to impress. Light-sourced 

and Gouraud shading software technology 

accurately model metallic surfaces and particle 

models represent smoke, rocket exhausts and 

explosions. The game supports 256-colour VGA 
graphics and all major sound boards. 

Cyber Fight will be released on PC in the 

autumn, with an Amiga version planned for 

later in the year. Cyber Fight is the most exciting 

release from EA since Powermonger - except for 
Birds of Prey of course! 

Michael Powell and Glyn Williams, author of 

Warhead and Air Duel, are apparently good 

mates. Turn to page 44 to find out more... 

Mirrorsoft and Acclaim Get Together 
Mirrorsoft and Acclaim Entertainment from the 

USA have agreed that Imageworks will market 

and distribute popular Acclaim titles through¬ 

out Europe and Australasia under the Acclaim 
and LJN labels. 

Acclaim Entertainment, Inc is a major 

American Nintendo publisher and has either 

released or is currently developing NES and 

Gameboy titles based around The Simpsons, 

Terminator 2, Narc, Total Recall and A Nightmare 

on Elm Street to name but five. No details of the 

agreement or games affected have emerged 
thus far. Meanwhile... 

As exclusively reported in the last issue of 

ACE, Mirrorsoft has finally announced it has 

the worldwide home computer, console and 

handheld rights for the Alien III science-fiction 

movie from 20th Century Fox. Interestingly, the 

firm is still keeping tight-lipped about owning 

the CD game rights. Mirrorsoft has decided to 

go for the Lucasfilm Games approach to this 

license and will release both an arcade and 

adventure title on Amiga, ST and PC. The 

games will be available early next year to coin¬ 

cide with the European cinema release. Alien III 

stars Sigourney Weaver and Charles Dance, and 

has been directed by the geezer responsible for 

those raunchy Madonna music videos. The 

movie is currently in post-production at 
Pinewood Studios. And why not? 

WVVVVvvi 
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GOLF-BALLISTIC 

Micropose has taken a break 
from bashing the commies in 
helicopter gunships and 
stealth fighters to swing-out 
with ‘what will be one of the 
most realistic golf games on 
the market’. Up to four play¬ 
ers can play six challenging 
courses in 3D Golf (working 
title). Four of these are accu¬ 
rately mapped from real-life 
and to appreciate the con¬ 
tours of the land the view 
changes to a follow-on cam¬ 
era which tracks the golf-ball’s 
flight. 3D Golf will initially be 
available on ST in the sum¬ 
mer. Amiga and PC versions 
will follow later in the year. 

■ ■ 

Indiana Jones 4 
Is Lucasfilm Games trying to persuade 
Steven Spielberg and George Lucas into 
doing a fourth Indiana Jones action movie? 
Indiana Jones and the Fate of Atlantis is 
superficially based around a comic doing the 
rounds in Forbidden Planet and Virgin 
Megastores. Again, Lucasfilm Games is work¬ 
ing on adventure and action titles - both due 
for release in November. The PC adaption of 
Indy 4 will feature full 256-colour VGA graph¬ 
ics with stirring tunes blasting out of your 
AdLib soundboard. Sadly, there’s still no 
n ns on that new Indy movie. 

Their Finest Hour 
Take to the skies again with this add-on 
datadisk for Their Finest Hour: The Battle 
of Britain historic air combat sim from 
Lucasfilm Games and US Gold. For £15.99 
you get new missions and a chance to fly 
some first-rate aircraft from the early part 
of World War Two. 

Shanghai II 
Just when the boss thought it 

was safe to buy you that new 

PC comes yet another infuri¬ 

atingly addictive puzzle 

game destined to stop all 

work for at least two hours 

per day. With Shanghai II: 

Dragon's Eye from Activision 
., Look into the dragon's eye with Shanghai II 

you can experience the 

intrigue and strategy of this 

oriental game enhanced with new tile layouts, animation and sound- 

effects. As you master Shanghai II, you earn the right to take-on the 

challenge of Dragon's Eye - a game of placing and blocking tiles against 

the computer. Shanghai II: Dragon's Eye will soon be available on Amiga, 

ST and PC. 

Tetris 
Has Infogrames, the 
French creator of 
Captain Blood and 
Purple Satin Day, 
run out of new 
ideas? "Like a good 
old film that you 
love to see over and 
over again," so the 
sales-pitch goes, 
"Tetris will be again 
on the shelves to 
complete your pri¬ 
vate software 

library." I wonder how much money Soviet 
programmer Alexei Pajitnov is making from 
this re-release deal? 

Si 

iii 

Tetris days are here again 

Sonic Is Seized 
As Sega’s crack cutie game appears on the Megadrive, US Gold has 
secured the home computer rights to Sonic the Hedgehog. The deal 
comes as little surprise in the light of the Birmingham-based firm’s 
on-going agreement to convert Sega coin-ops like G-Loc over to the 
Amiga, ST and PC. 

Sonic the Hedgehog was the 'darling’ of the influential Winter 
Consumer Electronics Show in Las Vegas earlier this year, with many 
veteran designers and players saying it was the best arcade platform 
game they’d ever seen. Some even went on to say Sonic beats the 
best-selling Super Mario Bros games from Nintendo. 

“What we’ve created is a delightful little fellow whose unique per¬ 
sonality explodes with every minute of gameplay,’’ says Sega. “You’re 
probably wondering how Sonic got his name. 
Well, our little friend’s ultra-sonic run¬ 
ning and jumping abilities are 
guaranteed to bust the sound 
barrier wide 
open. As a 
matter of 
fact, to the 
best of Sega’s 
knowledge, 
there is no other 
game character 
in existence that 
compares to 
Sonic’s mind-bog¬ 
gling pace.’’ 

No release date 
has been set for the 
computer versions, 
though Sonic the 
Hedgehog should be 
available on the 
Megadrive as you read 
this. Happy 
Hedgehoging! 

8 ADVANCED COMPUTER ENTERTAINMENT 



The Pay Off 
This one is for anybody who hasn’t had 

enough Cadaver lately. The Pay Off is an 

extra levels datadisk for Cadaver which con¬ 

sists of four more levels with about 200 new 

rooms to explore. All this can for yours for 

only £14.99 on Amiga and ST. Renegade 

Software told us that while the Bitmap 

Brothers’ Philip Wilcox, Steve Kelly, Dan 

Malone and Mike Montgomery were working 

on the original game, local council workers 

digging in the street outside their Wapping 

offices unearthed a real Cadaver... a mum¬ 

mified 16th Century corpse! 

C/9 

G==3 
CRAZY CARS III 

The second title in this series 

of rioting racing games has 

sold over 300,000 copies 

worldwide. The Titus team 

hopes to do better with 

Crazy Cars III... 

■ 1 

Battletoads 
British gamers can look forward to playing 

Battletoads, the smash hit 12-level NES 

game, now that The Sales Curve and 

Tradewest have signed a joint publishing 

and development agreement. "Compared to 

Battletoads," suggests the Texas-based 

Tradewest, "Turtles seem like pond scum." 

Other Tradewest NES titles to be converted 

to 16-bit computer formats and published on 

the Storm label include Double Dragon III: 

The Rosetta Stones licensed from Technos in 

Japan, Asylum and Solar Jetman: Hunt for 

the Golden Warship. 

Martial arts bruiser brothers Billy and 

Jimmy are back in a 14-level beat'em-up 

with Double Dragon III. Their quest takes 

them through five missions in America, 

China, Japan, Italy and Egypt. The computer 

game should be ready for Christmas and a 

Double Dragon movie is currently scheduled 

to be released early next year. Asylum is a 

"top view three-player interactive heavy 

metal fantasy action adventure coin-op 

licensed from the Leyland Corp.” Phew! 

Old Spectrum players will be pleased to see 

the return of the madcap hero of Ultimate's 

Jetpac game in Solar Jetman. The very astute 

Ultimate team moved onto producing games 

for the Nintendo console before any other 

European developer had even heard of the 

beast. They even managed to make some 

extra cash by selling their brand-name to US 

Gold. That's why they're called Rare now. In 

the game, Jetman must use his pod and pac 

to explore 12 alien planets in his quest to 

find and rebuild the Golden Warship. 

The Sales Curve is now looking to put its 

chart-busting SWIV shoot'em-up onto the 

Megadrive and Super Famicom consoles. The 

south-London firm was recently promoted 

from Registered Nintendo Developer to 

European Nintendo Licensee, enabling The 

Sales Curve to publish Nintendo software 

on its Storm label throughout Europe. Just 

in time for 1992! 

Tradewest says compared to Battletoads, Turtles seem like 

pond scum. 

Lr—. J 
MORE MONKEY BUSINESS 

lucasfilm Games in the 

States is currently devising a 

sequel to the Secret of 

Monkey Island. The original 

cinematic adventure featured 

a wide variety of entertaining 

puzzles. Chuck's Revenge 

will be here in early 1992. 

RAMPARTS 

This Tengen coin-op takes 

you back to medieval times 

where you play a territorial 

game of castles, battles and 

cannon attacks. Domark is 

releasing Ramparts on the 

Amiga, ST and PC in January 

1992. Build those battle¬ 

ments or else! 

Is it abird ? Is it a plane ?ls it the follow-up to the Lotus Esprit 

Challenge? 

Pegasus 
||Ut—r— --Gremlin has taken a break from all those rac¬ 

ing games to work on Pegasus, a colourful 

romp through the six planes of existence. As 

Persius you must collect all the fragments of 

some crystals before Satan takes total con¬ 

trol of your mortal world. Each level is split 

into two stages. The first has you flying with 

Pegasus, collecting crystals and killing crea¬ 

tures to survive. Then you run, jump and fight 

your way across land before battling the end- 

of-level demon. Can you save the world? 

The Addams Family 
Ocean has snapped up the computer and 

Nintendo game rights to the forthcoming film 

based around the frightful American comedy 

TV-series from the sixties. The Addams Family 

movie will have an all-new cast including 

Anjelica Houston and Christopher Lloyd, the 

crazy character from Taxi and The Back to the 

Future films. 

Li J 
TURTLE SHELL-OUT 

As Teenage Mutant Ninja 

Turtles 2 shoots to the top of 

the US movie charts making 

$10 million (!) in the first four 

days of release, Mirrorsoft 

announces its plan to convert 

Konami's cowabunga coin-op 

onto Amiga, ST and PC. The 

conversion is being handled 

by Probe and will be available 

towards the end of the year. 

Legend 
Set in a dark world, 

Mirrorsoft believes Legend 

will become a landmark 

program 

Legend is the next fantasy 

role playing game from 

Tag, the programming 

team behind Bloodwych. 

The game itself is split between 2D views 

depicting locations in the kingdom and an iso- 

metric-3D display during the dungeon 

sequences. Imageworks is introducing Legend 

at the end of 1991 on Amiga, ST and PC. 
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CONSTRUCTOR 

System 3 has decided to go 

fully 16-bit with this strate¬ 

gy game. "Constructor is a 

massive project in every 

aspect of the word," reckon 

the guys from Pinner in 

Middlesex, "Take the role of 

a land developer, pitching 

your wits against the com¬ 

puter as you both strive to 

capitalise on the buildings 

you're are erecting and rent¬ 

ing out. Constructor brings 

you face to face with all the 

corruption associated with 

being a big time property 

tycoon." There doesn't seem 

to be a Ninja in sight! 

1 1 

Accolade Plays Hardball 
Accolade has officially entered the 16-bit video games market with 

Ballistic, a new label dedicated to producing titles for the Sega 

Megadrive, NEC PC Engine and Nintendo Super Famicom. 

The first three Ballistic games will be Hardball, Star Control and 

Turrican. These games will each cost £35.99 and should be in the 

shops from next month. Titles due on the Super Famicom and PC 

Engine this year include a golf sim tied into Accolade's Jack Nicklaus 

license and a soccer game. There may even be something on the 

Sega Gamegear colour handheld console before the end of 1991. 

Hardball is the all-time best selling computer baseball simulation 

with sales of more than 250,000 units so far. Accolade infers the 

Megadrive version is the very first 8-megabit sports game. Anyway, 

this adaption has fully digitised speech and sound, numerous batting 

and pitching options, and a team manager feature for total strategic 
control. 

Star Control (which had a mixed reception) is a game of ‘ship-to- 

ship combat and galactic conquest’. Accolade maintains this very 

primitive shoot’em-up represents the industry’s very first 12-megabit 

video game. ACE doesn’t know where all the memory has gone, there 

certainly isn’t any sign of it in the gameplay, graphics or sound! 

Tgrrican is a futuristic arcade-action game originally released on 

computer format by Rainbow Arts. This cart is packed with multiple 

levels and special effects such as waterfalls, storms and thunder. 

Accolade has also announced a European distribution deal with 

Intracorp/Capstone, the American publisher of quite a few movie and 

TV-based games for the PC, Amiga, ST and Macintosh. The agree¬ 

ment includes such titles as the old cops ‘n’ robbers television show 

Miami Vice and the off-beat movie Bill and Ted's Excellent 

Adventure. Didn’t Ocean own the rights to this film? 

Accolade says 

Hardball is the 

first 8-mergabit 

sports game on 

the Megadrive ! 

Graham Gooch WC 
Cricket 

Those hazy, crazy, 

lazy days of sum¬ 

mer are almost 

here... and so 

is that 

Graham 

Gooch cricket 

game. 

Audiogenic 

has dusted off 

the source code 

and spruced up 

the graphics of this 

classic sports sim and 

released it onto the Amiga, ST and PC under 

the grandiose title of Graham Gooch World 

Class Cricket. The original GG's Test 

Cricket was released in 1985 and has sold 

over 60,000 copies. Audiogenic asserts the 

new version is the ultimate cricket simula¬ 

tion. “All the features you could ever imag¬ 

ine along with incredible animation make 

this the most exciting cricket game of all 

time - even if it rains.” 

The first 

Manchester United 

game has sold over 

110,000 copies 

That's Illogical 
Guess what? Yet another one of those arcade 

puzzlers is coming your way. German soft¬ 

ware house Rainbow Arts describes Logical 

as a truly skillful and thrilling game. This 

brain teaser has 100 levels, four different 

backdrops and a construction kit for further 

mind twisters. Tetris has a lot to answer for! 

Manchester 
United Europe 
The team may have lost the Rumbelows 

League Cup last month, but that hasn't 

stopped Krisalis from launching a second 

soccer sim based around Manchester United. 

The first game was released in February 1990 

and has now sold over 110,000 copies. 

Manchester United Europe takes the team 

into the European arena of club knockout competitions featuring 

The European Cup, European Cup Winners Cup and UEFA Cup. The 

game also includes the opportunity to play in the European Super 

Cup and the World Club Championship held each year 

in Japan. Krisalis took onboard the constructive ideas 

and suggestions from over 3000 reply cards and has 

completely reworked the original football game. 

Manchester United Europe incorporates a combination 

of management and arcade action - along with full 

goal-keeper control and one to four player options. 

According to Krisalis, Manchester United is the biggest 

brand-name in sport. What did ever happen to that 

Liverpool game from Ocean? 

BACK TO THE FAMICOM 

Those guys at Mirrorsoft just 

won't stay still. Ecseco 

Industries in Japan is now 

converting Mirrorsoft's Back 

to the Future Part 2 com¬ 

puter game onto the 

Nintendo Super Famicom. 

The film has become one of 

the highest grossing in the 

history of Japanese cinema. 
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Death Or Glory 
Death or Glory lets flight-sim fans reenact 76 

years of air combat drama courtesy of 

Activision. You're able to choose between 12 

different warplanes, each based around a 

NASA flight physics model, and fly a mission 

in any one of six eras. Go for Sopwith Camel 

biplane from World War One or jump into a 

Spitfire and dogfight a Messerschmidt 109. 

Why not try a bombing run through the 

Falklands in a Sea Harrier? Death or Glory 

also incorporates a 'What If?' feature where 

you can pit an F-4 Phantom jet-fighter 

against a Fokker DR1 flown by the Red 

Baron. This game should be available for the 

PC in October. 

Back To The War! 
After attempts at producing original software, Elite has decided to go 

back to converting coin-op games onto major home micro formats. 

The West Midlands company achieved great success in the mid- 

1980’s when its conversions of Paperboy, Space Harrier, 

Ghosts’n’Goblins and Commando hit the top of the charts. Since 

those heady days, Elite has concentrated on console development 

and games such as Overlander and Gremlins 2. 

The four new titles from Elite, currently scheduled for release 

between November and Spring 1992, will be 16-bit conversions of 

European Championship 1992 (Tecmo), Caveman Ninja (Data East), 

Suzuka GP/Winning Run II (Namco) and Edward Randy (Data East). 

Formerly entitled Tecmo’s World Cup’90, the first game is a soccer 

simulation adapted to tie-in with next summers eagerly-awaited event 

in Sweden. “In co-operation with Tecmo, we will be using the source 

code and graphic data from the coin-op original to produce a conver¬ 

sion of the very highest quality,” proposes Elite. 
Eldritch the Cat, the development team responsible for Shadow of 

the Beast and Last Ninja 3, is converting Caveman Ninja. While 

Suzuka GP/Winning Run II pits driver and car against Japan’s world 

championship circuit at Suzuka. Elite says Edward Randy is a truly 

different looking game with fights taking place on the wings of a 

fleet of biplanes as they 

pitch and roll all over the 

skies. “The way Edward 

Randy uses his whip for 

moving, balance and as 

a deadly weapon is one 

of the reasons why this 

new Data East coin-op 

stands out from the 

crowd.” 

Alcatraz 
Infogrames has decided to produce a sequel 

to its highly successful Hostages game. You 

lead this commando team assigned to cap¬ 

ture a drug tycoon from his lair in Alcatraz, 

San Francisco. The four hand-picked 'coke- 

busters' consist of two camouflaged interven¬ 

tion men (equipped with knives, cross-bows 

and fire-arms) and two crack shots placed on 

the top of the buildings. Alcatraz employs 

some novel gameplay where sound is crucial 

to success or failure - you have to avoid the 

slightest sound so that your team won't be 

spotted. During the game you have to climb 

cell walls, destroy the cocaine stocks with a 

flame-thrower and search the prison for a 

helicopter. Alcatraz is available now for 

Amiga, ST and PC. 

V 
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DROP SOLDIER 

Up to 16 players can form a 

platoon in Drop Soldier, a 

futuristic strategy RPG rem¬ 

iniscent of The Forever 

War novel by Joe Halde- 

man. Set in the distant 

future, the drop soldier is a 

highly trained combat 

trooper equipped with the 

latest in military technolo¬ 

gy, including a power suit 

which enables the soldier to 

run, faster, jump higher 

and carry more powerful 

weaponry than any ordi¬ 

nary grunt. Imageworks 

thinks programmer Ross 

Goodley has even surpassed 

his critically-acclaimed 

game, Gravity. Drop 

Soldier will be published on 

the PC, Amiga and ST at 

the end of 1991. 

l .—n 

■.^ 
SIM EARTH 

Prestigious Japanese games 

developer Imagineer is 

releasing the Super 

Famicom version of this 

game, er, extraordinary 

program. Meanwhile, Maxis 

has decided to call the Ant 

Farm game featured in last 

month's ACE, Sim Ant. You 

know it makes sense. 

p —p 

RBI 2 Baseball 
The kind people at Domark are inserting a ‘free’ Baseball cap into 
every copy of RBI 2 Baseball. Look cool and play hard. This 
Amiga, ST and PC conversion of the NES sports game from 
Tengen features 26 pro teams with real stats from the 1989 sea¬ 
son, close-up shots and instant replays of home runs. “The anima¬ 
tion is superb and the action fluid,” promises Domark. “When in 
play, the ‘camera’ follows the flight of the ball and then zooms to 
follow your batter’s progress from base to base.A radar map at 
the bottom of the screen gives you an overview of how play is pro¬ 
gressing and allows you to decide how far your player should run 
for, or if fielding, which base to throw the ball to.” For those of you 
not-in-the-know, RBI stands for Runs Batted In (the number of runs 
scored as a result of a player’s hit, whether they be by him or the 
result of getting other players home). The next ACE sports special 
will appear shortly... 
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EAST GOES ELECTRIC 

Video Salons are the latest 

craze in the Soviet Union. 

These chic cafes go on 24- 

hour auto-play of the latest 

music videos and cheap 

Australian soap operas 

directly beamed in by satel¬ 

lite. Meanwhile, punters in 

East Berlin are buying 

surveillance hardware once 

used by the Secret Police in 

dodgy underground sales. It 

seems the hard-up civil ser¬ 

vants are trading in their 

Walther PPK pistols and 

bugging devices for some 

hard currency. No credit 

accepted here, comrade! 

Are video games bad for your health? Rik 

Haynes investigates... 

Super Mario School 

P: 

Nintendo is taking no chances with the next generation of game 

designers and programmers. The far-sighted console company has 
set-up a school in Tokyo to teach keen 

coders how to animate sprites, design a 
platform game from top to bottom, and 

fine-tune collision detection. 

The school is appropriately named 

Mario and teaches 30 would-be 

Nintendo games engineers how to code 

the perfect console game on the Super 

Famicom, Gameboy and NES. Literally 

thousands of hopefuls have applied 

entry. A job at Nintendo is virtually guar¬ 

anteed for the most successful students. 

ACE hopes to visit this school for 

games developers soon. Look out for our 

exclusive report in a future issue... 

Music Master 
Ubisoft's latest is a departure for the French games developer. Music 

Master is a musical studio program for the Amiga, ST and PC where you 

can create and modify your own sound samples and compose muzak. 

uMusic Master finally transforms your computer into an actual synthesiz- 

I er," Ubisoft proclaims. The package comes with 

' 10 ready-made music-tracks, 100 sound FX and 

the capability to integrate its audio into your own 

programs. The Atari ST version is also fully com- 

\ patible with MIDI and the MV16 soundcard used 
! by Ubisoft in the game BAT. 

Video Seizure 
Playing video games could damage your health... if you suffer from photosensitive epilepsy. 

The parents of a 15-year-old girl from Michigan in the USA have filed a law suit against 

Nintendo, claiming a video game caused an epileptic seizure. The young girl was playing 

Kid Icarus on her NES console when she suffered a seizure states the family lawyer Douglas 

Webster. "She had a grand mal seizure and was totally unconscious," Webster says, "Her doc- 
tor said it was a videogame-induced epilepsy." 

Photosensitive epilepsy occurs in approximately 3% of epilepsy patients the US, that’s one 

in 10,000 of the population. Photosensitive epileptics can suffer seizures after exposure to 
flashing lights, television screens and video games. 

A healthy girl before the attack, she will now have to take medication for the forseeable 

future. The law suit seeks at least $10,000 in damages. Lynne Gray, a spokeswoman for 

Nintendo of America, says the company is reserving comment on the case until it has had a 

chance to review the lawsuit. Current studies suggest there is no reason to believe videogame 
seizure is strictly related to Nintendo product. 

Fantastic Voyage On CD 
In a follow-up story to our exclusive report last 

month, Psygnosis co-founder Ian Hetherington 
has told ACE that he now plans to produce 

three games based around Psygnosis' revolu¬ 
tionary CD-ROM games system. 

"We now have more than one game in pro¬ 

duction," confirms Hetherington, "One of them 

is set inside the body in a Fantastic Voyage-style 

game with a working title of Inner Explorer. 

We're doing fractalised blood vessels. It's all 

very abstract, Cathedral-like structures which 

you can fly around in with multiple ships 

killing rogue viruses and that sort of thing. It's 
very go out there and wipe them out. 

Obviously, different viruses respond to different 

things. One craft is for passing down the blood 

vessels, one is airborne for being in the lungs, 

and another moves in and out of muscular tis¬ 

sue. Inner Explorer has an educational element 

because it's spread over a sixty year life-cycle 

compressed into something like 10 hours of 

gameplay. This educational spin-off will teach 

you about the inner workings of the body." 

Psygnosis is also planning to use the 'Fractal 

Engine' CD-ROM software technology on a 

time-travelling sci-fi game and a pure military 

combat product which will use similar imagery 

to the Planetside technology demonstration 
revealed in the last issue of ACE. 

"The reason we want to do this type of game 

is because we know we can run 3D in real-time 

on just about every CD-ROM machine," estab¬ 

lishes Hetherington. "We can model about 

10,000 polygons on a ship and reduce that to 

just 30 polygons which we can plot it in real¬ 
time and draw anything in-between. 

Everything we do now will be window-based, if 

the processing power is not available the win¬ 
dow shrinks." 

"The idea is to be on just about everything. 

The investment in the product is so massive 

that we have to have it on multiple formats. 

Our CD-ROM intentions are to support dedicat¬ 

ed machines, which are either console-based or 

like CD-I and CDTV, MS-DOS and Macintosh. 

Anything we design now will work on all these 

formats. The implementations will simply vary 

according to the capabilities of the individual 

machine. These games will have set pieces of 

interactivity, though we're trying for free-for- 

mat gameplay where ever possible. You can 

have both in one product. We should be ship¬ 

ping our first CD-ROM product in early 1992." 
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letters 
Send your letters do Jim Douglas Priory Court, 30-32 
Faringdon Lane, London, EC1 3AU. 

EASY PCs 
What is it exactly that you have against PCs? I 

am tired of reading ridiculous comments like 

“When was the last time you saw a good shoot- 

em-up on the PC?” (ACE 43) or misleading 

statements saying that a good games PC costs 

several thousand pounds (ACE 44). And then of 

course there is the completely incorrect PC infor¬ 

mation in the Pink Pages. 
Are you afraid that people will realise the PC is 

actually quite cheap and is a far better games 

machine than the Amiga. Or What? 

My 16MHz 286 has VGA, Monitor, 40Mb hard 

disk and an AdLib sound card, yet it cost me 

less than £100. (And let’s face it, nobody who 

plays games buys a PC less powerful than that 

these days). 
Does £1000 sound like a lot? Well how much 

do you think that configuration would cost for an 

Amiga? My PC is superior in EVERY way to an 

Amiga, and I know what I’m talking about 

because I play on one of my friend's Amiga’s 

every week. 

Also, there are plenty of good shoot-em-ups 

on the PC. My own favourites are Thunderstrike, 

Xenon II and Wing Commander, in particular, 

Xenon II is so fast as to be completely 

unplayable unless I turn off my Turbo switch. 

Even then it runs significantly faster than the 

Amiga version. 

This proves the statement which you seemed 

to ignore in Chris Low’s PC Power letter - sheer 

processing power more than compensates for 

lack of hardware sprites. 
I know it must be hard for you Amiga fans to 

accept that your favourite machine has been 

superseded in every respect, but why don’t you 

just stop the sour grapes and accept the fact? 

M Goodall 
North Yorkshire 

We're far from biased toward the Amiga. 
Indeed, we're continually being criticised by 
Amiga owners for always singing the 
praises of machines just like yours. Space 
Quest IV, one of this month's featured 
games is only available on PC at present, 
and it’s the VGA graphics and excellent 
storage capacity of the machine which 
makes it work. And Falcon III, this 
month's cover story no less, is on which 
machine? PC. 

However, contrary to your opinions, it is 
possible to play excellent games on an 
entry level Amiga system (£600 with a 
decent monitor) while by your own 
admission, PC owners have to spend at 
least £1,000 on an upgraded machine 
before they can get started. 

And until we see Shadow of the Beast Il's 
parallax scrolling, graphic definition and 
sprite movement on a PC, we'll have to 
disagree with your statement about your 
machine being superior in every way. 

ACE is a multi-format magazine, and I 
wish individual owners would wake up to the 
fact that we are inevitably going to print 
favourable opinions about machines other 
than their own. 

CAUSE FROM 
CONCERN 
Firstly, I would like to say how much I agreed 

with Mr Mussons letter in the april edition, but 

perhaps the software companies stand to gain 

more than they loose through this practise of 

advertising before the game has been 

completed. By getting magazines to review unfin¬ 

ished copies, it means that things that the 

company have no intention of fitting into the final 

game can be used to describe it under the label 

“specifications subject to change”. This way, it 

increases public anticipation, when in reality, the 

game might not be as good as promised, thus 

falsely boosting sales. 
This point leads on nicely to my second point. I 

am very disappointed by Anco, and their Kick Off 

series. Can someone please tell me how Mike 

Singleton can create a whole world in 3D with 

freedom of movement throughout and yet, after 

four versions/updates Anco still cannot provide 

visibly different pitches, and linesmen/refs on a 

standard ST? 
This relates strongly to my first point. The 

adverts for Kick Off 2 showed screen shots 

portraying linesmen and different pitch surfaces. 

The “sneak preview” reviews told us these would 

be available. I rushed out to upgrade to K02 

and was disappointed by the results. Now the 

Final Whistle is being advertised , and when I 

picked up the box, lo and behold, these features 

are still only available on the expanded Amiga. 

Something has got to be done about the 

standard in the software business. If software 

houses lost vast sums when their advertising 

went out too early, they would not allow it to hap¬ 

pen. They must be reapons some kind of benefit, 

and if it is as I have suggested above, it is a 

breech of trust between the companies and 

their customers. 

R.D. Davies 
Nottingham. 

Sorry to disappoint you, but the software 
industry isn't quite the crooked back-hand 
conspiratorial den of iniquity you seem to 
think. Early ads and late games are unfortu¬ 
nate accidents, and missing levels/features 
are more attributable to lack of time and 
memory than a desire to hood-wink 
innocent Joe Punter. If you've got a real 
greivance, I'm sure Anco would be pleased 
to try and sort it out. 

CART TRICKS 
On the subject of consoles, I myself own a Sega 

Megadrive and a Nintendo Gameboy, and I want 

to express my annoyance at the lack of quality 

software available for the Megadrive. 

Why oh why do Sega insist on churning out 

shoot em ups time after time. Don’t they realise 

that once you’ve played one or two you’ve played 

them all? 
Apart from the high price asked by all the 

games manufacturers for megadrive cartridges, 

I feel that the originality in games design has 

gone down hill. I beliece that the Megadrive is 

being sole solely on graphic capabilities and not 

playability. 

To give an example, the best games at the 

moment are John Madden's Football and Mickey 

Mouse. They both have great graphics and playa¬ 

bility where as Tructon, Demon Wing ect, have 

good graphics and that “played once, put it to 

the back of the shelf" type playability. 

I feel that games manufacturers could at least 

try, why not look at previous games from older 

machines and see if they can recreate the great 

addictiveness and playability values. 

I bet that loads of older games could be “dug 

up” updated and re-marketed on the new line of 

high quality consoles. 
If not as a single game, then as a compilation, 

how about a compilation of old ULTIMATE games 

or HEWSON games (somebody must hold the 

rights, even if the company has gone bust). 

I don’t expect work to stop on design of new 

games or arcade conversions, but I feel there is 

a hole in the market where originality and 

playability are being left behind. So come on 

games manufacturers. Let’s go back to the days 

when you didn’t mind spending x pounds on a 

game because you got more than a month’s play 

out of it rather than 3 hours most games offer 

these days. 

M. Pilgrim 
Worksop 
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How right you are! We feel there’s a lot of 
scope for improving and upgrading old clas¬ 
sics to maximize the capabilities of both 16 
Bit and console machines. Now there’s an 
idea for a feature... 

THE LESS, THE 
MORE 
I am writing to you about some things I think are 

missing from the magazine. I think ACE is ace, 

but there are a couple of improvements which 
could be made. 

1) Please, please, please cut down on the 

amount of writing you bung on a review. I love 

reading about it but there is far too much to 

read. And don't say that I don't have to read it, 

because the more writing there is, the more I 
want to read about the game. 

2) Can you lengthen the letter pages. 3 pages 
would be good. 

And to finish off my point, can the letter writers 

please stop complaining about the mag. It is brill. 

L McNeill 
York 

Glad to help on one count. You’ll have 
already realised, I'm sure, that letters are 
three pages long this month. However, it’s 
entirely driven by the amount of interesting 
correspondence we receive; you write 'em 
and we’ll print 'em. 

Text in reviews? Well, we feel we've got 
the balance pretty much there. Any less and 
we couldn't do the games justice. 

ALIEH 3-D 
During a conversation about VR headsets, a sug¬ 

gestion cropped up regarding VR television. 

Imagine that TV pictures were broadcast so that 

they could be viewed using the headset. Pictures 

would appear in perfect 3D. It would be like actu¬ 

ally being there. Also, using NICAM digital stereo 

(of CD quality) it would also sound realistic. 

It wouldn't be too difficult to flim; simply requir¬ 

ing two slightly offset cameras as used in the 

good old 3D films that required blue and red 
glasses. 

Just think of it. Flat, wide-screen TVs would 

become obsolete. After all, who would want to 
watch a 2D scene? 

Horror and sci-fi films would spring to life. It 

would be just as though you were in the room 

with Ripley waiting for the Aliens to arrive! 3D TV 

would bring a whole new dimension to these 

types of films (pun intended). Nature 

programmes would be able to demonstrate 
things far better than on an ordinary TV. Just 

imagine if they strapped a camera onto the front 

of a Formula One car - experience the same as 

Mansell! Or football - just like being on the 
terraces! 
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However, I could envisage problems. Only one 

person could watch a set at a time, proving fami¬ 

ly viewing to be very expensive. It could also be a 

very solitary pastime. And the sheer reality of 

some films could prove very disturbing. If you 

were being chased by the Alien wouldn't you be 

worried? New laws governing TVs would have to 

be introduced to prevent people from watching 
something too stressful. 

We have the technology to make do this so 

why doesn't someone try to make a 3D TV 

system? Or has one already been made? 

Ian Flory 
Banff, Scotland 

Hmmm. It's a nice idea, but isn't it 
underselling the concept of VR to just use it 
as a high-quality 3D-glasses system? Also, 
the cost of using two cameras to film would 
probably make such an exercise 
prohibitively expensive, at least until a huge 
user-base was installed. 

Far more interesting is the use of VR to 
actually walk around and interact with a 
computer-generated environment. But that 
doesn't mean you can't meet up with your 
favourite film star. Software routines exist 
to take two photographs and deduce the 
intervening animation frames in real time. 
Thus, by taking a range of images of, say, 
Sigourney Weaver (maybe stored on CD- 
ROM), the program could calculate just 
about any pose imaginable. 

This image could then be superimposed 
on your 3D world, and you could fight the 
marauding Aliens side-by-side with Ripley. 
Admittedly the price of such high-power 
hardware puts it out of reach of the average 
consumer, but as computer power 
increases as prices drop, it won't be too 
long before a workable system will be in the 
home. 

COHVERT! 
I'm getting totally &$£!ed off with software 

publishers. I own an IBM PC and generally speak¬ 

ing most games are available on this format. But, 

software publishers don't seem to acknowledge 

the fact that there are PC versions of their 

games in their adverts. One example of this is 

Virgin's advert for Golden Axe. There is no 

mention of a PC version, yet the next day I visited 

my local computer shop and it was there - a PC 

version of Golden Axel This seems to happen 

with many games - Pang, Chase HQ II, Puzznic, 
Robocop II to name but a few. 

Also, why are some of the major film licences 

not available on the PC (e.g. Navy Seals)? Surely 

if these films are such big hits Stateside (as 

claimed by many), they should be converted to 

America's most popular machine? And what 
about arcade games? 

Finally, why aren't screenshots from all formats 

on the games packaging, not just the arcade and 

16-bit versions, but the 8-bits as well? 

Leo Sen 
Ruislip 

MAHUAL 
LABOUR 

I am writing to your magazine in the hope 

thay my letter will be seen by the software 
houses. 

The cause of my dismay, and the subject 

of my concern is the quality of many of the 

manuals which are supplied with current 

games. All too often these contain the bare 

essentials needed to pay the game and little 

else, sometimes a useless little novella is 

through in so the player has to wade through 

pages of terrible prose in order to glean a 
few vital playing hints. 

In the worst cases trial and error is needed 

to work out basic game functions. 

Is this minimalist approach to manuals real¬ 

ly necessary? Some companies, mainly 

those with a reputation for high-quality 

games manage to produce excellent 

manuals, although it saddens me as a true 

Brit that these are mainly US companies, eg 

SSI and Origin. It has been argued that part 

of the fun of a game is discovering what is 

possible, but this can become a tedious 

The nature of most movie conversions, 
especially from Ocean, make them pretty 
unsuitable for conversion to the PC, hence 
the Nightbreed Action/Adventure option for 
PC owners. 

UK software companies must cater for the 
UK market, and research suggests that PC 
owners are less keen to fork out for a 
product simply because of its connection to 
a movie. 

As for screenshots on packaging, 
companies are pretty free to include as 
many or few as they wish, so long as the 
overall look gives a fair and reasonable 
impression to the buyer of the game they 
will get. The best screenshots are inevitably 
used because they simply look more attrac¬ 
tive - the aim of packaging is to make the 
product enticing to the potential purchaser, 
after all. 

The cost of producing separate packaging 
for each version is prohibitive and space on 
the back of a single box is too limited to 
devote to relatively unattractive 8-bit shots, 
they say. 

WHAT'S THE 
FUSS ABOUT? 
While I agree that Virtual Reality is an exciting 

concept and has great potential for Advanced 

Computer Entertainment, I find it very hard to 

believe that VR will create a gaming revolution. 
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chore after a while. Some of us players are 

actually interested in the game mechanics 

also (eg, the hit probability with weapon X, 

at range Y with skill level Z) and the wealth 

of printed matter available for classic RPGs 

would indicate that gamers wish to know 

these things. Again, most of SSI's manuals 

have a section on these very topics. 

Perhaps, some of the money spent in 

producing those silly novellas could be 

diverted to this? 
Finally (although this is a personal view) I 

would argue that a small amount of 

“factual" information, given in the form of a 

bestiary, armour descriptions or technical 

details for objects in the game world make 

that imaginary world far more real and con¬ 

crete than any short story. 

John Leigh 
Tyne and Wear 

American manuals tend to be superior 
to their British counterparts for two 
reasons. 1: The American PC market is 
desperately competitive, and with 
products costing upwards of $50, the 
most easy way to heighten the 
perceived value of the product (since 
everyone is claiming amazing sized 

And I don’t feel that the technology used is a 

great leap forwards, or even particularly ’state- 

of-the-art’. 
Both the hardware used and the software 

programming techniques involved to create VR 

(and more specifically the Virtuality system) have 

been around for a few years. There is nothing 

new about miniature televisions, quadrophonic 

sound or filled polygon 3D. It is the combination 

of existing technology that creates this so-called 

’breakthrough’, and it is fairly logical that if you 

stick a pair of mini-TVs over your eyes, attach 

sensors to your body and link it all to a system 

running a 3D program you can get Virtual Reality. 

I also think comparisons being drawn between 

VR and the Cyberpunk concept of Cyberspace 

are inaccurate and misleading, as Cyberspace is 

a direct cimputer link with all the senses, not just 

sight and sound, where you become totally 

integrated into the game world and not a casual 

observer controlling data within the program via 

fairly basic input devices. 
In short, I feel that VR is not quite as important 

as it is being made out to be, and if the 

computer industry and the media continue to 

blow it up out of proportion with hype, many peo¬ 

ple are going to be disappointed when they final¬ 

ly find out what VR is really like. 

Matthew Kearsey 
Gravesend, Kent 

You gloss over the complexities of a true 
VR system a little easily. You ignore the fact 
that these systems adjust your 'world view' 
according to you movements, generating a 
true sense of a realistic environment. Also, 
interaction with the Virtual world is as 

¥ 

playworlds and lengthy gametime) is to 
include some glossy books. 2: The 
British public are perfectly happy to 
put up with crappy novellas since, until 
recently, we haven't had the opportuni¬ 
ty to be ‘spoiled' with the American 
bumper-boxes. What you've never 
had.... 

However, with Sierra, Microprose and 
Mindscape heading up the top-end of 
the UK market, the future is looking 
brighter. 

natural as the real one: to pick up an item 
you simply move your hand's Virtual 
counterpart and grasp it. Via tactile 
feedback you can actually feel the object 
your holding. Agreed, the Virtuality is a 
relatively simple VR system, but it's still a 
huge technical achievement. 

Surely the comparisons between VR and 
Cyberspace are justified? The aim of both is 
to create a realistic yet artificial interactive 
environment where the control interface is 
effectively invisible. True, Cyberspace does¬ 
n't require that the user wear sensor suits 
or goggles, but then again, it's a fictional 
concept and doesn't actually exist! 

MAKE MINE A 
MEGADRIVE 
am thinking of purchasing a Sega Megadrive, 

but first there are a few questions I’d like to ask 

you. 

(1) Is there any chance of the Megadrive playing 

the old Sega Master System games? 

(2) Is there any chance that the Megadrive will 

become as popular as the Amiga with any of the 

big software companies? 
(3) Do you think the Megadrive is worth the 

money that it’s sold for? 

(4) Is there a chance that Megadrive games will 

become available in the big high-street stores, 

e.g. W. H. Smiths, Boots, Woolworths? 

(5) Do you think it’s best to use mail order for 

games? 
(6) Is the Megadrive capable of producing Amiga- 

quality graphics and sound? 

John Holmes, 
Lowestoft 

Glad to be of service, John. To answer your 
questions one at a time: 
(1) You certainly can! Sega produce a piece 
of hardware called the Power-Base 
Converter for around £25, which will allow 
you to play any Master System game on 
your Megadrive. But isn't that a bit like 
playing a scratched 78 on a Goodman's 
turntable stereo system? 
(2) Everyone seems to be keen to get into 
console development, especially for the 
Megadrive, so definitely yes. 
(3) That's really up to you to decide. In 
ACE's opinion the Megadrive is the best 
console available, and with the recent drop 
in price to £150 for the Mickey Mouse 
game bundle, there's never been a better 
time to buy. 
(4) Yes - you should be able to find 
Megadrive software in places like Dixons 
right now. 
(5) Mail order co.'s are pretty reliable. 
However, the current economic climate is 
putting these businesses under a lot of 
pressure, so stick to the names you know. 
Even if things do go seriously awry then rest 
your mind, safe in the knowledge that the 
consumer is fully covered by the Mail-Order 
Protection Scheme. 
(6) Yes... and no! For sprite-based games 
(shoot-'em-ups, platform affairs and 
anything scrolly-shooty) the Megadrive 
beats the Amiga hands down, but the 
Amiga's qualities shine through in filled- 
polygon 3D games and anything requiring 
complex user interaction. 

INDUSTRY ANSWERS 

Welcome to a new area on the letters page. 

Each month, we’ll be strapping an Industry 

Figure into a not especially comfortable 

armchair and bombarding you with your 

questions. This month's Figure is Peter 

Billotta, Managing Director of Mirrorsoft. 

Peter will be ready to answer your queries 

about Mirrorsoft’s games, his hopes for the 

future, and the industry in general. 

So, if you wonder what the big M has in 

store once Predator 2 is on the streets and 

how they're handling the conversion of Alien 

III, about their ambitions for the CD market, 

this is your chance to find out for yourself! 

Don't be shy! Send your letters to: Peter 

Billotta Hot Seat, ACE Magazine, Priory 

Court, 30-32 Farringdon Lane, London 

EC1R3AU. 

ADVANCED COMPUTER ENTERTAINMENT 17 



Wa 

ill-i 

As MINDSCAPE prepares 

the first ozone-friendly 

video game, 

Rik Haynes wonders if 

the competition will 

go green with envy... 

Can Captain Planet save the Earth from the 

unthinking carelessness of the polluters? You 

green thumb on your joystick's fire button, 

must use your arcade skills to help him 

preserve our planet's natural beauty. 

ith his spiky green hair and mission 

to save the Earth, Captain Planet is a 

new breed of comic superhero. 

Gone are the shark-repellent Batspray and choco¬ 

late-anchovy pizzas of previous crimefighters. 

This Turtle-buster uses totally natural ingredients 

like Earth, Wind and Fire. American children no 

longer cry-out ‘COWABUNGA’ in wanton 

aggression. No, they’re too busy rescuing 

Mother Earth from uncaring humans. 

The same thing could happen to British pre¬ 

teenagers now the Captain Planet cartoon series 

is being shown during a prime-time slot on TV-am 

every Saturday morning. And, no big surprise, a 

software company is currently working on 

computer and console games based around 

Captain Planet. Let’s just hope Mindscape 

doesn’t give us recycled gameplay! 

THE STORY SO FAR... 
Gaia, the worried spirit of Earth, sends magic 

rings to five youngsters from around the globe - 

Wheeler (North America), Linka (Soviet Union), Gl 

(Asia), Kwame (Africa) and Ma-Ti (South America). 

These are Gaia’s team in the battle against the 

further destruction of the Earth. Each has the 

personal power of Earth, Fire, Water, Wind and 

Guide Captain Planet around the platform levels and grow 

plants to climb to the higher ledges. 

18 ADVANCED COMPUTER ENTERTAINMENT 



More platform antics. Don't 

worry about that blue grid in 

the background - it's just a 

guide to help in slotting 

together the graphic blocks. 

“Our children can inherit 

a legacy of wastefulness, 

or an action plan that 

can save our planet. 

That is why we created 

Captain Planet.” 
Ted Turner 

Chairman of Turner Broadcasting System 

When the Planeteers join together the names 

of these five elements, beams of light shoot 

from their rings and anew superhero literally 

bursts from the ground. Captain Planet is 

endowed with the combined powers of the rings 

and, thankfully, a sense of humour. 01’ blue skin 

isn’t indestructible, though. If Captain Planet is 

exposed to pollutants - such as acid rain, toxic 

waste and smog - his powers are temporarily 

weakened and he must return to the Earth to 

‘recharge’. 
Together, Captain Planet and the Planeteers 

battle the preposterously named eco-villains 

Hoggish Greddly, Verminous Skumm and Looten 

Plunder who are looting and polluting the Earth. 

Despite lots of action and excitement, nobody 

actually gets seriously hurt. There’s always a 

happy ending and an epilogue showing kids how 

they can save the Earth in true Blue Peter style. 

WHAT’S IN A GAME? 

In an effort to cope with the varying tastes of 

console and computer gamers, Mindscape has 

commissioned two veteran games developers 

from both sides of the Atlantic to handle the 

adaptions. 

Chris Grey, the Canadian creator of 

Boulderdash and Infiltrator, is writing the 

Nintendo Super Famicom and NES console 

versions of Captain Planet 
Mindscape’s decision to use Tony Crowther on 

the computer counterparts comes as little 

surprise. This self-confessed workaholic has pro¬ 

grammed more games than even he can remem¬ 

ber. Captive, his first project for Mindscape, not 

only scooped a myriad of prestigious awards but 

started a partnership which looks set to continue 

for quite some time. Who else could concurrently 

develop games based around Knightmare and 

Captain Planet? In his spare time, Crowther is 

also devising a sequel to Captive. Does this man 

ever sleep? 
Like the TV-show, both Captain Planet games 

tackle the planetary problems of endangered 

species, destruction of the ozone layer, toxic 

waste dumping, deforestation, ocean pollution 

and the greenhouse effect. And that’s where the 

similarity between them ends. Grey has opted for 

a very visual shoot’em-up with Geo-Cruiser, Eco- 

Copter and Eco-Sub vehicles. Crowther thinks 

this Canadian coder has missed the whole point. 

1 don’t like the Nintendo version,” he reveals, 

“It’s just another shoot’em-up. There’s nothing 

new in it whatsoever.” 
Instead, Crowther is programming a cute 

platform-inspired arcade game along the lines of 

Super Mario Bros and Rainbow Islands. For 

instance, in one of the six levels players must 

grow trees in order to reach safety at the top of 

the screen. Eco-monsters then come along and 

try to chop these trees down. “I don’t want to kill 

anyone in Captain Planet because it’s a 

Greenpeace-type thing. The first action players 

do in the Nintendo version is shoot down 

helicopters,” states Crowther. Perhaps this sym¬ 

bolises Earth vs planet-destroying machines? 

Returning to the ’good-old’ days when he wrote 

games in under 10 days, Crowther designed his 

interactive interpretation of Captain Planet in a 

matter of hours and plans to completely finish 

the Amiga adaption within five weeks. Will the 

game suffer due to this short development time? 

“Nope, there’s already far more than I originally 

wanted anyway,” asserts Crowther, “I’ve put 

hidden bonuses in there. In certain areas, 

players will be able to collect cans for extra 

points.” This Sheffield-based programmer isn’t 

foolhardy enough to take everything on. The ani¬ 

mation sequences and sound are being created 

elsewhere. 
“I never liked the cartoon series to be honest,” 

he says, “It certainly looks like it’s going to be 

very big. Somebody is going to be very rich at 

the end of it.” 

SAVING THE EARTH 

Captain Planet and the Planeteers 
action-adventure television cartoon 
series comes from the same company 
that brought us those disturbing CNN 
satellite-TV newscasts during the Gulf 
War. Remember the scene when that 
ill-informed reporter thought he could 
smell gas and panicked? The Atlanta- 
based Turner Broadcasting System 
seems to put a little more effort into 
getting the facts right with Captain 
Planet, a co-venture with DIC 
Enterprises. Signs of laughable 
American 'superiority' and overall 
smugness still manage to creep in. 
"For most of us, saving Earth's 
precious resources has not had the pri¬ 
ority it should have. We are just 
waking up to the fact that the planet 

itself is an endangered species," 
proclaims Chairman Ted Turner. 
"Everyone, no matter how young, has 
the power to help. The power is theirs 
if we give it to them." As you've prob¬ 
ably guessed, viewers are therefore 
treated to a simplistic lesson in DIY 
planet-saving at the end of each show. 
Perhaps President Bush, and other 
leaders of not-so environmentally- 
friendly nations, should watch every 
episode for some tips! 

Stop these fishing trawlers ensnaring the 

dolphins, those lovable clowns of the sea, in 

another scene from the NES game. 

The Nintendo game is more shoot-’em-up 

inspired than Crowther s platform-based one. 

PLANETARY PERFORMERS 

Turner Broadcasting System and DIC 
Enterprises have managed to attract 
quite a few stars to provide voices to 
the characters in their Captain Planet 
TV-show. In fact, I can't think of any 
other television cartoon series that 
has attracted this much talking talent. 
Whoopi Goldberg plays Gaia and the 
list of eco-baddies sounds like a bunch 
of Oscar nominees: Sly Sludge (Martin 
Sheen), Dr Blight (Meg Ryan), 
Verminous Skumm (Jeff Goldblum), 
Mai (Tim Curry and David Rappaport), 
Looten Plunder (James Coburn), Duke 
Nukem (Dean Stockwell) and Zarm 

(Sting). 
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THE SECRET OF 
MONKEY ISLAND 

GOT TO BE CC 
THE VERY BEST SOFTWARE ENTERTAINMENT, SOCI 

BY BRITAIN'S MOST EXCITING AND IN)V/ 

CRUISE FOR A CORPSE 

A A 

Screen shot from CBM Amiga 

Based in the 1920's, Inspector Raoul Dussentier is aboard 
a ship in the Mediterranean. But no sooner has the cruise 
begun when Raoul is summoned to investigate a crime — 
the murder of his host Niklos Karaboudjan, the Greek 
shipping magnate. It's up to Raoul to throw some light 
on this sinister mystery! 

• Wide range of actions, including the option to question 
other characters in true Agatha Christie style. 

• PC version features 256colours, Ad Lib & Roland sonic 
support. 

• Amiga version features 32 colours. 

&Troland)MIGA & PC (CGA'EGA'VGA'TANDY ADLIB 

© 1991 DELPHINE SOFTWARE. All rights reserved. Cinematique is a trademark 
ot Delphine Software. 

Screen shot from IBM PC 

A comedy set during the "golden age" of piracy in the 
Caribbean. The game's twisty plot leads our hero, fresh 
from the old world, on an hilarious, complex, swash¬ 
buckling search for the fabled Secret of Monkey Island. 

• Features dazzling 3D graphics, an original reggae 
sound track and a point 'n' click no-typing interface. 

• A wide variety of original entertaining puzzles, unravel 
hidden meanings in hilarious repartee. 

• Proportionally scaled animated characters and 
cinematic pans and camera angles. 

ATARI ST, AMIGA & PC (EGA, CGA, VGA, MCGA, AD-LIB, 
ROLAND and MT32 SOUND). 

© 1990 Lucas Arts Entertainment Company. All rights reserved. 

ni 

NEED HELP? CALL THE 

GOLD PHONE 
HINTS & TIPS LINE 

Serv.ce provided by KEENHELME PLC., CANTERBURY HOUSE, NEWHALL STREET, BIRMINGHAM B3 1LH « yc 



Screen shot from IBM PC. Screen shot from CBM Amiga. 

CDODTO BEG 
SCKCED FROM AROUND THE WORLD, OR 
INDVATIVE DEVELOPMENT TALENT. 

a.d.s; 
ADVANCED DESTROYER SIMULATOR 

From the creators of Sherman M4 

A POWERFUL DETECTIVE DRAMA! 
A powerful crime syndicate has taken over large areas of 
our major cities, turning them into a vast criminal 
wasteland. Arson, extortion, drug distribution and now 
... terrorist abduction! 

It's World War II - the naval forces of the world are waging 
war in fierce and unrelenting sea battles ... You must 
command the destroyer and succeed in beating naval and 
air forces in 15 challenging missions. 

A.D.S. is a stunning sea battle simulator using 3D 
technology. 

# 40 page manual includes detailed maps of the combat 
zones together with historical and technical 
information. 

# Adjustable difficulty level will suit all levels of player. 

ATARI ST, AMIGA & PC (EGA, CGA). 

© 1991 Futura. All rights reserved. 

Your purpose: Wipe out the criminal organisation and 
rescue the President's daughter. 

• More than a "shoot em-up"game. Crimewave contains 
secret rooms, switches, keycards, different weapons, 
varying levels of difficulty along with a variety of other 
strategy elements that provide endless hours of 
challenge and excitement. 

• A multitude of brilliant 256 colour scrolling game 
screens. 

• Incredible digitalised "Motion Graphics" (featuring 
real actors and models). 

ATARI ST, AMIGA & PC (EGA, MCGA, VGA, 
TGAand REAL SOUND™), 

© by ACCESS SOFTWARE, INC. 

1990. All rights reserved. 



popular preconception is about to be 

smashed. Video gaming is no longer 

'' ' the pursuit of spotty male teenagers 

‘ iplaying Space Invaders till the early 
hours of the morning. When a household name 

like Sony actively gets involved, you know video 

games are a format whose time has come. 

“The demographics of video games are chang¬ 

ing - females and adults are getting involved 

too,” confirms 29-year-old Olaf Olafsson, 

President of the newly formed Sony Electronic 

Publishing. Based in the never-sleeping sprawl of 
New York, this subsidiary of Sony Software 

Corporation has been specifically set-up to 

create, produce and distribute interactive and 

multimedia entertainment and software 
information products. 

Olafsson adds: “We're trying to achieve a wider 

audience through a combination of technology 

and more exciting programs.” 

The global entertainment giant is aiming for the 

perfect fusion of software and hardware by 

reusing the images and music produced by 

movie and record companies. Not such a crazy 

idea, when you consider Sony already owns 

Columbia Pictures Entertainment and Sony Music 

Entertainment (formerly CBS Records). Hot prop¬ 

erties at these two companies include 

Ghostbusters, Gloria Estefan, George Michael 

and the Sinatra-style crooner Harry Connick, Jr. 

Not forgetting Michael Jackson, who recently 

signed a lucrative contract with Sony believed to 
be worth over $500 million. 

You will soon be able to watch the movie, hear 

the soundtrack and play the game without ever 

having to leave the ‘quality-assurance’ of Sony. 

Sony video games, you've got to be joking! 

That's what Rik Haynes thought, until he spoke 

to the President of Sony Electronic Publishing... 

Many of the best-selling console and computer 

games of recent years have been structured 

around movies. Players have been driving down 

the streets of Gotham City, getting Back to the 
Future and fighting crime in Robocop. 
Unsurprisingly, software houses such as US 

Gold, Ocean and Mirrorsoft are putting most of 

their future chart-topping hopes into the likes of 

Godfather III, Terminator II and Alien III. Despite 

this popularity, the quality of video games based 

on movies has rarely lived up to the original con¬ 

cept. Will Sony tolerate this kind of failure? 

“Our Columbia and Tri-Star studios are very 

interested in getting more control over how the 

movies will be exploited in video games. We 

want to make sure that the quality of the original 

product is maintained,” declares Olafsson. 

Olaf Olafsson 
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MULTIMEDIA IIU 
THE HOME 

This summer Sony will be introducing multime¬ 
dia to unsuspecting American consumers with 
the release of a CD-ROM package for the home 
computer market. "We're attempting to 
release a hardware product for the IBM PC- 
compatible with all the accessories you need, 
like headphones, and six software discs for 
less than $700 (a little over £400)," remarks 
Sony Electronic Publishing President Olaf 
Olafsson. This new multimedia software will 
break down into entertainment and education 
titles integrating digitised video, audio, graph¬ 
ics and text. Olafsson will soon announce rela¬ 
tionships with a number of different book and 
magazine publishers. The initial 'CD-ROM for 
the Home' titles will eventually expand into a 
catalogue of 40-50 applications including ency¬ 
clopaedias, sophisticated video games, multi¬ 
language dictionaries, interactive audio titles 
and other reference works. No price or release 
date has been set for the European launch. Is 
Sony tired of waiting around for CD-I like the 
rest of us? "The reason we're going for CD- 
ROM is very simple. People have been waiting 
for a 747 with vertical take-off when we have 
a lot of 727s around. The most important thing 
is to get you from one place to another. 
Optimum technology might get you there 
faster but it's not going to be around for a few 
years." 

“We would publish video 

games on potato chips if it 

made sense.” 
Olaf Olafsson 

President of Sony Electronic Publishing 

¥100,000 (approximately £400). 

Olafsson is less sure about creating ‘musical’ 

video games, though. “Today, with current tech¬ 

nologies, music doesn’t really come across that 

elegantly. However, once we introduce CD-based 

video games we open a whole new category of 

opportunities. We will be working with our music 

artists once this technology gets introduced.” 

Sony has already made some successful, 

albeit small, steps into the world of video game 

development through CSG Imagesoft. Solstice 

for the Nintendo Entertainment System was the 

first hit. This arcade adventure game was actual¬ 

ly written by Software Creations in Manchester. 

Olafsson has decided to publish forthcoming 

video games under a new name, Sony 

Imagesoft, a subsidiary of Sony Electronic 

Publishing. He may even start another label, 

Sony Electronic Entertainment. 

Sony Imagesoft is in charge of all video game 

development. This unit is using a variety of soft¬ 

ware developers including two European games 

specialists, Ocean and Software Creations. “I 

think Ocean has done some very good work. We 

are confident that they can produce what we've 

asked them to do,” states Olafsson. 

Ocean is understandably elated. Software 

Director Gary Bracey says: “I don’t think we 

could have any greater partner in the consumer 

electronics industry. Hopefully this relationship 

will enable us to venture into new areas along 

with Sony.” 

The first fruits of this deal will be cartridge and 

floppy disk games based on two new films from 

Columbia Pictures. Hudson Hawk has Bruce 

Willis, the star of Die Hard and Moonlighting, 
playing a cat burglar who tries to go straight 

before being forced into stealing some priceless 

works of Leonardo Da Vinci. Hook is a big- 

budget movie telling the story of a grown-up 

Peter Pan. The film, directed by Steven 

Spielberg, has attracted top names like Dustin 

Hoffman, Robin Williams and Julia Roberts. No 

wonder the estimated cost of producing the 

movie currently runs at $60 million! 

“We feel Hook is a natural for video games," 

claims Olafsson, “We’re making sure that the 

development of the video game is tied closely to 

the development of the movie and story. We 

want to make things as exciting as possible.” 

ACE has got a feeling that Hudson Hawk and 

Hook will be improvements over recent movie- 

licensed product from Ocean (see our Licence 

Revoked article on page 60) Bracey told us 

Ocean will publish the games in Europe while 

Sony will handle North America and Japan. They 

will be released later this year on a variety of for¬ 

mats. 

“We will support any format that makes sense,” 

Olafsson reveals, “We’re not limiting ourselves to 

any one particular format. We would publish 

video games on potato chips if it made sense. 

We have to make sure that we maximise the cov¬ 

erage, so as many consumers as possible can 

enjoy the games. We have an obligation both to 

the artist and the consumer.” 

Sony is also getting into the video game 

business as a hardware company. “We will be 

announcing our overall plans for video game 

hardware in a couple of months,” indicates 

Olafsson. He is probably referring to the recent 

agreement with Nintendo, whereby Sony is 

supplying an add-on CD-ROM drive for the Super 

Famicom console. Industry sources suggest the 

price of the new drive will be just below 

WIRED FOR DATA 
Data Discman may look like an ordinary 
portable audio-CD player, it plays the latest 
CD-single from The Farm without any hint of 
wobble, but Sony reckons the consumer wants 
much more than this. That's why this matt 
black deck is also a portable CD-ROM device 
with the capability to display dictionaries, 
novels and travel guides on a small pop-up 
LCD screen. Already available in Japan, this 
trendy toy will be released into the USA and 
Europe before the end of the year. Sony 
should have 10-20 software titles available at 
launch. Most of this will be reference-based 
because of the nature of the product, "We've 
got all kinds of stuff planned," says Sony's 
Olaf Olafsson. "Our vision for this thing is very 
simple and family-orientated. For instance, 
kids will walk into school with a Data Discman 
in their pocket and listen to their favourite 
audio-CD. They can then use it as their person¬ 
al library - just put an encyclopaedia disc in it 
and look-up the desired information. We're 
sure that the Data Discman will have a 
number of applications in the business world 
but it is primarily a consumer product. There 
are a tremendous amount of opportunities." 
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FEATURE o 

(Left) 

Mario's graphics are cute beyond 

belief, and although clear, are 

anything but simplistic. Mario 

himself has an animation 

appropriate to every situation. 

(Below) 

Duck! As Mario ducks to avoid 

the enormous bullet, he pulls his 

cap tight over his ears. Note dust 

trails at his heels. 

(Bottom) 

While riding Dino, Mario clip- 

clops along eating his foes. 

(Below Left) 

Dragon's Lair II. Nice graphics at 

the expense of good gameplay. 

(Above, Middle and Top) 

Each stage has atmospheric sounds to 

complement the music. Moles make 

shuffling sounds, American footballers punt 

the balls with thumping sounds and end-of- 

level monsters have their own dramatic 

themes. 

the question: what is it about Mario 
World that makes you want to keep 

playing? And why do so few other 

games have that special ‘it? 

Super Mario World on Nintendo's Super Famicom is 

arguably the most playable game ever written. But 
GRAPHICS AND SOUND 
The Super Famicom is a highly-pow- 

erful piece of electronics hardware. 

Mario World boasts dozens of flashy 

visual tricks - fast multi-level parallax 

scrolling, smooth sprite rotation (as 

in the Assault coin-op), searchlight¬ 

like effects, fade-ins and fade-outs - 

thanks to its graphics chip. The 

Famicom’s sound chip is no slouch 

either - the echoing effects in the 

cave levels is proof enough of that. 

What really impresses is the 

amount of thought that’s gone into 

the design of Mario World and its 

inhabitants - there’s nothing that jars 

or looks out of place - and the 

cartoon-like animation makes the 

characters instantly appealing and 

lovable. The care that’s gone into 

the game is exhibited in minor but 

neat details such as the dust rising 

from Mario’s feet when he skids 

(also seen in Gremlin’s Switchblade 
ID, or the way Mario pulls his cap 

down tight over his head when he 

crouches. 

But anyone who has played 

Dragon’s Lair II will tell you that it 

takes more than pretty pictures and 

stunning sound effects to make a 

classic game. As good as Mario 
World’s aesthetic qualities are, they 

are basically icing on the cake. The 

game elements that make Mario so 

addictive and engrossing could just 

as easily be implemented on an 

Amiga or ST. 

just what is it that makes Mario the maestro? ACE 

disects the game and explains where Nintendo are 

going right and where others are going wrong. 

CONTROL 
Mario is nothing if not agile. 

Depending on whether the ‘Speed- 

Up’ button on the control pad is 

held down or not, Mario can jump to 

various heights and even change • 

direction in mid-flight. This strange 

physical law peculiar to Mario World 
is vital to the player’s enjoyment - in 

a platform game there’s nothing 

more frustrating than jumping and 

then realising that you’re going to 

(Left) 

While underwater the controls change, and 

Mario must learn to swim. Holding onto emp¬ 

ty turtle shells enables him to move swiftly. 
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land unavoidably in the path of a 

monster that’s just wandered on¬ 

screen, a problem that marred the 

otherwise highly-enjoyable Car-Vup. 
Another major control feature is 

Mario’s inertia. It’s a nuisance at 

first, and novices will find 

themselves skidding into baddies. turning, bouncing from the head of 

However, as the player grows in one monster onto the head of 

experience, he or she learns to another. Fans of Astero/ds-style 

compensate for it and then use it to games like O/ds and Thrust will well 

their own advantage, especially know the satisfaction reaped from 

when in the air, to. perform some such complete mastery of the 

fancy manoeuvres; twisting and controls. 

(Far left) 

Sliding platforms are a real test of control. 

Holding down the speed-up button makes for 

better jumps but less traction on landing 

(Left) 

In areas such as this, surrounded by sliding 

blocks, rapid mid-air about-faces are vital. 

(Right) 

Car-Vup from Core Design. No about-face 

option here, more's the pity. 
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So what’s holding other games 

back? Well, memory is probably 

the biggest factor. Super Mario 

World can afford to go to town 

simply because each Super 

Famicom cartridge can address - 

instantaneously - an incredible 

16 Mb of data. 

Compare this to, say, the 

Amiga. Most games are designed 

for the basic 512K machine - 

that's 32 times less memory than 

the Famicom! Since a decent 

arcade-like parallax scroll uses 

up around 150K, you'll begin to 

see how tight things get. 

Memory aside, there's no tech¬ 

nical reasons why Mario World 

(Top left) 
Readysoft's Dragon 's Lair ll is 
a dream to look at but a 
nightmare to play. 
(Bottom left) 
Surprise and avoidable alien 
attacks carve up Car-Vup. 
(Right) 
Ocean's coin-op conversion 
Rainbow Islands shares many 
of Mario World's finer points. 
(Far right) 
Gremlin's Switchblade II 
shares many of Mario World's 
neat graphic touches. 
(Bottom right) 
Activision's Spindizzy Worlds 
allows the player to develop 
the same degree of satisfy- 
ingly-precise control over 
GERALD as Mario World 
allows over the hero. 

game. But remember that Super 

Mario Bros 3 on the NES has sold 

over 7 million copies (grossing in 

excess of $427 million) and com¬ 

pare that with sales of 80, 000 

for a top UK game, and you'll 

realise it just isn't viable to 

allocate a similarly-sized team. 

But console owners shouldn't 

(Right) 
The variety is immense, offering players a new 
skill to master for practically every level. As 
well as the basic control skills over Mario, a 
host of landscape-puzzles like the moving plat¬ 
forms (top) and the sheer surfaces which must 
be scaled confront him. 

VARIETY 

It’s the spice of life, they say, and it 

certainly adds a strong flavour to 

Mario World. As the player progress¬ 

es through the 100 levels of Mario 

World, he or she is constantly 

encountering new challenges and 

having to adjust their playing style to 

survive. Usually progress involves 

having to face more and harder-to- 

kill aliens, whereas Mario Worlds 

monsters change very little. Instead, 

it’s the game style that changes. 

In effect, each level has it’s own 

specific learning curve. Unlike most 

games where the player is 

encouraged to play to see what new 

graphic delights await, Mario World 

entices the player with the lure of a 

totally different game challenge. 

FAIRNESS 

Mario World is never unfair. When 

you die it’s invariably your fault, and 

not just random chance. Too many 

games rely on the unexpected to 

trick the player - a sudden swirl of 

aliens from the bottom of the 

screen in Xenon 2, a monster 

appearing from nowhere and 

dropping on top of you in Toki. 

These sort of games rely on you 

learning when these surprise 

attacks occur and reacting 

accordingly. Mario World nearly 

always gives you some sort of warn¬ 

ing - a wobbling spike means it’s 

about to fall, crushers fall slowly at 

first then speed up - allowing the 

deft player to avoid trouble. 

Mario World, although constantly 

full of surprises, cleverly introduces 

new game elements slowly. For 

example, on one level there are plat¬ 

forms with numbers on the side. 
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(Top and middle top) 
Xenon 2 from Imageworks and Toki from 
Ocean. Both fine games, but isn't a little unfair 
to prevent the player making progress by 
launching sneak attacks. 
(Middle bottom) 
Even Mario World isn't quite perfect. The 
wizards appear randomly (even on top of you!) 
and cause huge headaches. 

When Mario stands on one, it starts 

moving to the right, carrying Mario 

with it. The number starts to count 

down, and when it hits zero the 

platform disappears. When first 

encountered, these platforms are 

above solid ground, giving the play¬ 

er a chance to safely learn how 

they work, but later the platforms 

will carry Mario over bottomless 

chasms. 

couldn't convert almost 

identically to the Amiga (or, to a 

lesser extent. Atari ST or PC). 

Another important point is 

the amount of development that 

goes into a Nintendo game. 

Twenty-odd people are credited 

with Mario World, whereas 

typically three or four write a UK 

... wm mm 



A restart point is denoted by a small gate. 

Each ghost house offers a cartridge-save. 

SAVE GAME EXPLORATION 
After completing certain special lev- Each level of Mario World is packed 

els (typically ghost houses or with secret rooms and levels, most 

castles) Mario World allows you to accesses by the pipes poking out 

save your game. What's more, of the ground. Although Mario World 
since you can replay a level once boasts 100 levels, it's possible to 

you’ve completed it once, you can reach the ‘end' having only complet- 

constantly keep saving your ed less than half of them. However, 

game. Since, as described the urge to continue playing 

earlier, each level is a remains due to the constant 

challenge in itself, this challenge posed by each level - 

facility doesn't completing a level provides enough 

damage the game’s satisfaction in itself. 
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It's unlikely that you can ever predict what 

you're going to find in a level... 

(Middle) 

...But the map offers some clues as to the 

style of stage you are about to attempt. 

EASY OR HARD? - YOU 
CHOOSE 
Once a level’s has been completed, 

the player can re-enter it as many 

times as he or she wishes, and exit 

at any point. Therefore, if the player 

finds a level laden with lots of easy- 

to-get power-ups or extra lives, then 

it’s possible to become as powerful 

as you wish. Certain levels are easi¬ 

er to play with (or without) certain 

powers, and the smart player will 

realise this and capitalise on it. 

Above (top to bottom) 

Solving mini-puzzles is. one of Mario World's 

many aspects that keeps you on your toes. 

Take this scene, for example. Just off-screen to 

the right is a tube that'll transport Mario to a 

bonus level. But the entrance is sealed off by 

indestructible brown blocks! That 'P' pod will 

turn all blocks into coins and allow you to 

enter, but it'll also release those deadly spiky 

turtles and - more importantly - remove the 

ground from under Mario's feet. What to do? 

...You know that the yellow block (marked '?') 

contains a friendly turtle-eating dinosaur, but 

if a dinosaur even so much as touches a 'P' 

pod it'll be activated. So start off by getting 

the pod well out of harm's way. 

...Having thrown the pod onto firmer ground, 

Mario heads back to the yellow blocks. 

...A lucky head-butt reveals a mushroom. 

Butting the neighbouring block releases it 

(turning Mario in Super Mario) and also 

allows Mario to reach the '?' block. 

...Out pops an egg, which promptly hatches 

and reveals the cutest dinosaur you ever saw. 

...Mario jumps on Dino's back, and by adminis¬ 

tering a firm whack to the lizard's head causes 

it to shoot out a sticky tongue with which it 

can scoop up the turtles. 

...All the hazards removed, Mario can now hit 

the pod without fear. 

...Pushing down on top of the pipe lets Mario 

slip away to the bonus level. 

...The fun's just beginning. Butt those yellow 

blocks in the right order to reveal an extra life 

mushroom. Yum! 

get too smug. A look at the ACE 

review pages will reveal that 

consoles have had their fair 

share of so-so and downright 

awful games. Sometimes all the 

memory and developers in the 

world can’t make up for dull 

ideas, uninspired graphics and 

unoriginal gameplay! 

PUZZLES AND PROBLEMS 
One of Mario Worlds major 

features are the puzzles and 

problems it poses the player. While 

they're not going to keep a 

hardened adventure game player 

awake at night, some are sufficient¬ 

ly cunning to provide great satisfac¬ 

tion when solved. 

(Top) 

Clearing a bonus room will fill in transpar¬ 

ent blocks throughout the world, making it 

easier to get around. 

mmmm. 





And make yourself a millionaire in the process 
Every decision brings a change. Every change c 

lecision. Total Control Total Power, Total Addicti 
Become a Railroad Tycoon. Run a world your vyj 
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WONDERLAND 
Puzzles, conundrums, potions, 
caterpillars, mushrooms and very 
Mad Hatters for your IBM PC, 
Amiga, Atari ST and Archimedes 

f A1 

SUPJpWCY 
[he last word jr^spac^ 

gtegy for yofjr IBM 
pga, Atari S| and Q 

JUDGE DREDD 
"Nobody's an innocent citizefi - 
we're just here to determine' 
the level of guilt." Amstrad, 
Spectrum, Amiga, Atari & C64 

COMING 

SOON! 

FISTS OF FURY, 
Battle your way thri 
the biggest selling gal 
time - Double Dragon 
Shinobi, Ninja Warriors 
Dynamite Dux. Amiga, 
C64, Spectrum and Amsti 

_ jxescrabbU 
The NEW deluxe computer edition ofthe 
ultimate in computer word games. Out- 
shines all previous versions. IBM PC 
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SHUTTLE 
Themjg Stileotic space 

simula&n eVer conceited for 
your IBIVrfC, Amiga and Atari. 

EXCALIBUR 
A rich blend of Fighting, 

Fantasy and Strategy set in 
Arthurian Briftin. For your 

IBM PC/Agiiga anti Atari ST 

i Tmfc 

THE MAGNETIC SCROLLS 
COLLE^M (VOLUME OP 

Corluptidi, (jiild of Thieves 
jfish! - three ciasac adventu^ 
enhanced to ru||jjer Wonder¬ 

land's new M^iic Window3|| 
systenUBM PC, Amiga, 

Atari ST and Archimedes 

GOLDEN; 
The smash hit coin-op hj^sTnd 

slashes its way onto thejsMl screen 
fiMPur Amstt^MSpectrum, C64, 

miga and Atari ST 

j. VIZ 
Incites all thafaves1 frorrfyM favourite 
mag. Rtfger Mel$ Buster GoraUJhe Fat 

Slags, Finbar Saunders, fnaar/naar. An^tod, 
Spectrum; C64, Amiga and Atarm, 

*• ' 

16 Portland Road, London Wll 4LA 
071727 8070 (Sales) 0712431980 



Holobytes 

new game 

system allows 

players to do 

battle with 

each other 

while playing 

different 

games! By 

Steve Cooke 

it a sporting chance against the 

combined weight of Jet Fighter 2 

(see next month), F-16 Interceptor 

or even F29. 

Undaunted, Spectrum Holobyte 

are about to launch another mission 

against those who dare to intrude 

upon their air space. The release of 

Falcon 3.0, scheduled for early 

June, is the first sortie in an 

astonishing assault on the military 

The men responsible for coding one of 

tomorrow's heavy-weight contenders 

in the flight sim championships: (l/r) 

Ian Falicov, Kuswara Pranawahadi, 

Erick Jap, and Gary Stottlemyer 

pectrum Holobyte’s Falcon 

has been sky-storming in 

for almost as long 

as General Dynamics' real- 

been firing up 

afterburners. Once the undisputed 

king of 16-bit flight sims, the game’s 

supremacy has come under ever 

increasing fire from more recent 

releases and nowadays only a 

particularly indulgent fan could give 

simulation market - not just will 

because of the quality of the game! cap 

but because it revolves around a owr 

whole new multi-player concept: the title 

Electronic Battlefield System. rain 

EBS has been three years in the the 

making - most of which was spent imp 

on steady refinement of the 

concept rather than actual coding. Tl 

It's going to be firing salvoes at 

several different targets; not only f has 
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FEATURE 

This is the plane you'll be fly¬ 

ing - literally. It's one of two 

scale models that were 

digitised by the Spectrum 

Holobyte graphics team and 

incorporated into the game 

graphics 

will it feature advanced multiplayer 

capability, but it also allow players 

owning different Spectrum Holobyte 

titles to do battle over the same ter¬ 

rain. And, just to lob a final shell at 

the opposition, it could also be 

implemented in arcades as well in a 

special ultra-high resolution version. 

The maximum number of 

participants in an EBS scenario 

hasn’t been fixed yet, but you can 

be certain it will be a lot more than 

the traditional two player head-to- 

head. Falcon 3.0 is the first game 

to feature in-built EBS capability. 

The next will be A10 Tank Killer (see 

panel), followed by an EBS version 

of Tank in 1992. By the time we 

enter the single European market, 

you could be thundering across a 

3D virtual world in your metal 

monster, while your buddy from 

Falcon 3.0 offers all the usual 

multiple view facilities, 

including instant replay 

Holland sits on your shoulder in his 

Falcon, alert for the unwelcome 

attentions of that objectionable nerd 

from Stoke Poges who fancies him¬ 

self as an A10 tank buster. 

IT’S ONLY A GAME 
. Getting back into the cockpit of 

^.Falcoji 3.0 for a moment, what - 

apart from a monstrous multiplayer 

capability - does this beast 

promise? 

First, the game is a massive 

improvement on its excellent prede¬ 

cessor in terms of scenario. 

Whereas the original Falcon has 

fixed missions (boring missions, 

after a week or two of intensive 

gaming, the uncharitable might 

add), Falcon 3.0 offers the player a 

three way choice: a complete, con¬ 

tinuous campaign scenario, individu¬ 

al missions, or even the option to 

design your own missions for that 

particularly devious or personally 

inspired combat challenge. 

Once you’ve made up your mind, 

you enter a whole game sub-strata 

involving equipment and manpower 

management. Starting with your 

team-mates, you can create 

different squadrons and save them 

to disk together with their call 

signs, attributes, flying history, 

morale and individual skills. 

Weapon selection is detailed and 

comprehensive. Unlike the earlier 

Falcon program, Falcon 3.0 gives 

you a complete choice of ordnance 

(that’s military supplies, jargon 

p -PgJ 

The six main sections of the game offer you 

numerous control and management options, 

including one (Instant Action) that bypasses 

them all and gets you straight into the sky 

Falcon 3.0 Techno-data 

• Supports EGA/VGA 16 or 256 

colours as appropriate. 

• Occupies over 8 megabytes. 

• Destructive capability includes 

M9P heat seekers, MAM 120 radar 

guided missiles. Maverick 

air/ground guided missiles, GBU 

guided bombs, CBU cluster 

bombs, MK82 10001b monsters, 

Turandel anti-runway bombs, 

and more... 

• Graphics alone required three 

full-time artists 

• Modem support from 1200 to 

9600 baud;\ also direct connect 

and networking 

• Electronic Battlefield System 

capability 

• Suggested US retail price 

freaks), ranging from the M9P heat 

seeking missile to Paveway guided 

bombs. ‘If it’s commercially 

available for the FI6,’ claims 

project leader Kuswara 

Pranawahadi, ‘we've got it in the 
game.’ 

Naturally you choose your 

weapons according to the mission 

you have to accomplish. There are 

three different theatres of war to 
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The General Dynamics FI 6 Fighting Falcon first hit 

the hangars in January 1979 after several years of 

development and military spending controversy. 

Airforces ranging from Venezuela to Japan (a 

massive order for 130 aircraft) have joined the queue 

to operate one of the world's most popular fighters. 

Its success has guaranteed it a major role in aerial 

combat well into the next century. 

ACE readers who would like a superb portfolio of 

FI6 photography could do a lot worse than shell out 

£5.95 for Peter Foster's excellent pictorial souvenir of 

the aircraft, published by Ian Allan Ltd, and from 

which this photograph was taken. You can order it 

from your local bookseller: ISBN no 0-7110-1812-X. 

Not only do you get topographical landscape - you also get enhanced 

terrain features as well. And check out the smoke in the bottom left of 

the cockpit display - you actually get smoke in this game, not polygon 

clusters that look like rock-solid pyramids in mid-air 

FEATURE 

popping the cranial rivets before 

you’ve even got into the plane... 

TOPO’ THE WORLD 
Once you’ve actually made it above 

200 feet, you’re in for another 

suprise - the topography. ‘I haven't 

seen a single game with good 3D 

terrain,’ says Kuswara, ‘We will be 

the first company to bring out a 

flight sim with a realistic 3D terrain.’ 

Mountains in Falcon 3.0 aren’t just 

pyramids, they’re towering jagged 

polygons of rock that line deep, ver¬ 

dant valleys. Once you’re in the driv¬ 

ing seat, you and your wingmen can 

take the high road or the low road. 

You fly over a full 64-coloured 
landscape - the game version that 

we saw was still in development and 

didn’t have the turn of speed one 

would like to see in a finished 

product, but Spectrum Holobyte are 

confident they can deliver a 

satisfying punch in the kidneys when 

you blow the afterburners in the fin¬ 

ished version. 

There’s variety up in the sky as 

well as down on the ground. As well 

as the F16, you’ll encounter at least 

five other makes of plane, including 

AWACS spotter aircraft who can 

communicate vital information 

about threat and opportunity 

beyond your personal horizon. And 

if you've got a PC you get some 

pretty sexy sound as well, thanks to 

AdLib, Soundblaster, MT32 and 

PS1 sound system support. 

Simulation sensitivity is adjustable 

too, over four levels ranging from a 

barnstorming beginners mode, for 

those who want to be able to climb 

to 60000 feet at full speed without 

dropping a single point on the air¬ 

speed indicator, to a serious 

simulator fans’ fantasy with a 

control sensitivity that, claim the 

company, ‘...is the same as a 
professional simulation trainer.' And 

they ought to know - they make 

them. 

You can also determine many 

other game factors, ranging from 

enemy logic (from ‘Drone’ to ‘ACE’), 

weapon effectiveness, and speed ofj 

game set-up. The latter is particular; 

ly useful if you want to get up into | 

the air within seconds of booting up] 

your computer and can’t be 

bothered with all that real-world sii 

ulation stuff beforehand... } 

Spectrum Holobyte had a winner 

on their hands with the original 

Falcon. If the finished version of 

Falcon 3.0 lives up to the promise 

of the program we saw running in 

Oakland, California, it'll be burning 

up the skies over Chingford, the 

Gorbals, Warrington, Tierra del 

Fuego, Canterbury, the Piddle 

Valley...wherever there’s a mains 

plug to fire up with, a computer to 

arm and a comfortable chair to get 

you airborne. 

operate in: Israel, Kuwait, and one 

that has yet to be decided, but could 

be modelled on Panama. If you can’t 

be bothered to design your own mis¬ 

sion, don’t worry - there are over 

ten associated with each theatre, 

providing enough challenge to keep 

you playing for weeks, if not months. 

if you’re on campaign and out to 

win the war, your day starts with a 

choice of available missions. Your 

selection could be influenced by 

many different factors: weather, 

availability of team mates with the 

correct skills, defensive/offensive 

activity on possible routes to the tar¬ 

get, available weaponry, and other 

life-or-death decisions. 

If you’re in normal (as opposed to 

EBS) multiplayer mode (linked over a 

modem, or - for PC players - via a 

network), you can choose whether to 

fly missions head-to-head or jointly. 

Before you can fire up on the 

runway, however, you’ve got to 

decide how to reach your target. 

Falcon 3.0 can display detailed 

maps of possible routes, including 

information about threats en route 

and relevant topography. You might 

choose, for example, a low-level 

strike, using the valleys for shelter 

and then approaching your target 

from behind a range of mountains, 

limiting visual contact to the last few 

vital seconds. Topography - as we’ll 

see later - is vitally important in this 

game and plays a major role in tacti¬ 

cal decision making. 

Setting out on a mission can get 

you skyborne with as many as eight 

friendly aircraft, giving you four pos¬ 

sible double-up formations. Your 

route displays will have given you 

waypoints and time/co-ordinate data 

that can be fed to each formation, 

enabling you to rendezvous (or split 

off) at any time en route or at the tar¬ 

get. You can also pre-select combat 

procedures for different waypoints, 

enabling you to, for example, send a 

colleague ahead to bomb certain 

strategic points en route before 

committing the rest of your men. 

Choosing the pilot skills you need 

will also involve routing 

considerations: let’s, for example, 

send Lieutenant ‘Chucky’ Cobblers 

(who’s a dab hand with the air-to-sur- 

face missiles) off round that 

mountain range at high altitude so he 

can flatten that artillery range, ready 

for our approach from the North 

accompanied by Captain ‘Shivers' 

Malarkey, who couldn’t hit New 

Orleans at 500 yards but can take 

out practically anything with 

wings...and so on. The level of detail 

involved in mission planning is so 

great that, as the weight of responsi¬ 

bility begins to settle on your 

shoulders, your adrenalin levels are 
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From the best selling role -playing game Gremlin brings you... 

0MPUTER ADVENTURE IN AWORLD OF MAGIC 

Screen shots from Amiga version 

Available On: 
Amiga • Atari ST/STE • 
Spectrum, Amstrad and 

C64 cassette & disk 
(PC VERSION AVAILABLE SUMMER 91) 

Gremlin Graphics Software Ltd. 
Carver house, 2-4 Carver Street. 

Sheffield SI 4FS 
Tel: (0742) 753423 

HeroQuest © 1990 Milton Bradley Ltd 
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Night time sequences afford 
excellent cover for secret movement 
and actions, illuminated by the glare 

of your jeep’s headlights. 

Dogfight with opponents over 
villages for command of the skies, 

or attack ground targets which 
serve the enemy’s cause. 

The playing area of three million 
cubic miles is not restricted solely to 

areas above ground. You have full 
freedom of movement underwater, 
and three types of 'submarine' in 

which to achieve it. 

Screen shots shown are taken from the Atari 
ST versions. Actual sceens may vary by 

format 

Seek out and destroy enemy flAINtlDC 
shipping units, condemning them to 
a watery grave on the sea bed, from 
where the ocean’s surface is clearly 

visible above. 

TOTAL FREEDOM- FROM ERD 

Flames of Freedom, the new blockbuster A thi 

from the creators of Midwinter, offers you with 

total freedom. Freedom of choice, FreedonEnte 
of action, Freedom of movement. whal 

(1,000 miles long X1,000 miles wide X 15,000 feet high.) + (4,000 characters X 22 monspr 



iter 
>you 
eedom 

A three dimensional environment packed 
with action, adventure and strategy. 
Entering it is easy.breaking free is 
what’s hard! 

The sea surface is generated by 
constantly moving fractal points, 

causing you to bob up and down as 
you swim or sail across it. 

M Hi RD MASTERS OF STRATEGY 

A million square miles of accurately 
mapped 3-D terrain, generated by 
fractal techniques, and fully light 
sourced throughout, provides a 

playing arena far superior to even 
its predecessor, Midwinter I. 

Fly the skies above the forty-one 
islands by helicopter, zeppelin, 

parachute, rocket pack, or, as seen 
here, biplane and balloon, all 

offering superb views of the land 
and of the other aircraft. 

The enemy have a vast array for 
firepower aimed at you, on land, in 

the air, and across the sea, and 
react quickly and intelligently to 

your actions. 

Flames of Freedom will be available 
shortly for your Commodore Amiga, 
Atari ST and IBM PC compatibles. 

22 modansprt X1,000s of buildings) = 3,000,000 cubic miles of Action, Adventure and Strategy. 



rhere can surely be nothing 

more sexy and fashionable 

than the ACE t-shirt. This latest 

item in the Ace Clothing Collection 

is what every self respecting 

computing genius will be wearing 

this season. The eye catching 

ensemble has been exclusively 

designed by ACE’s own art editor, 

Jim “Gaultier” Willis, for the lover 

of fine things and the reader with 

good taste. The t-shirt is available 

in sizes small, medium and extra 

large and can be purchased at the 

ridiculously low price of £5.99 

Tf here is no better way of storing your copies of this, 

the world’s finest computer entertainment magazine, 

than in an ACE binder. The binders are available in two 

designs - so as to satisfy even the most stalwart supporter 

of style and quality - and can be yours for the 

embarrassingly inexpensive price of £5.99 

Order without delay, to avoid gross disappointment. 

Simply complete the form below (enclosing your postal 

order or cheque, made payable to 

EMAP IMAGES MERCHANDISE) 

and send it to the following address: 

A ACE Binder A 

Please remember, these top quality items must be handled with the utmost care by our dispatchers - therefore do allow 28 days for your order to be fulfilled. 

Rest assured you have chosen well. 

A ACE Binder °n 
Dor 
hun 
ven 

PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN, WALES CF4* are 

NAME:. 

ADDRESS:... 

POSTCODE: 

I are: 
visil 

I want to be an ACE Adonis, so please send me 

% ACE T- shirt £5.99 SMALL □ MEDIUM □ EXTRA LARGE □ . BB 
ACE Binder A £5.99 Q /Whz 

ACE Binder B £5.99 □ L-TT V. A ‘"Tpli 
pos 

enclose a cheque/ postal order for £.made payable to EMAP IMAGES 
5.4! 

.I goir 

. 
othf 

.7.jfj age 
[All prices include postage, packing and VATi 

Please send your orders to: 

ACE MERCHANDISE OFFER 

PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK 

PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN CF48 4DR 
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(Above) 

Supremacy from Virgin - 

just one of the great 

products you can find out 

more about on your trip to 

Richard Branson's games 

development operation 

Each month, we'll let you know in the 

magazine about forthcoming conferences 

around the country. If you think you might be 

interested in attending one, all you have to do 

is send us a postcard with your name and 

address clearly written, together with a 

daytime telephone number if at all possible. 

You also need to tell us: 

• Which conference you would like to attend. If 

you're applying for more than one, put them 

in order of preference. If no conference is 

listed for the software house you'd fike to 

visit, put the software house's name down and 

we'll put you the list for that conference when 

(and if) it is organised in the future. 

• The machine you own, so we can make sure 

you get some juicy free gifts for your micro! 

• Your age, so that we can ensure a good 

spread of age groups at each conference. 

• If you are a subscriber, send your application 

in an envelope together with the address 

panel from the last issue of ACE that you were 

sent. 

• If you are not a subscriber, we make a token 

charge of £5. You will need to bring this 

payment to the conference and we reserve the 

right to refuse admission to anyone who 

hasn't got it! If you've taken out a 

subscription since applying, you can bring 

your address panel with you instead - so if 

you're planning on coming to a conference 

anyway, it's a neat way of effectively saving 

£5 on your subscription charge...You can find a 

subscription offer on pages 84/85 in this issue. 

Obviously we have to limit the number of 

people attending each conference. Numbers 

vary depending on the location, but we usual¬ 

ly accept between eight and 15 people for 

each event. All places are allocated on a first 

come, first served basis. 

A couple of weeks (sometimes the notice is 

shorter) before each conference we'll let you 

know whether you've been selected. If any of 

the selected attendees can't attend, we'll 

shortlist you for a future conference and 

choose someone else to take their place. 

(Left) 

Console development under 

way at Gremlin. You could 

join in the fun in the new 

season of ACE 

Conferences... 

oin us at the next ACE Conference, travel to 

exotic locations around Britain, bypass elabo¬ 

rate security systems, enter Restricted 

Programming Zones, see Top Secret 

Unreleased Games...and play them. Here's 
how... 

Despite the fact that we have a lot of fun and 

games at conferences, there is a serious side to 

it all too. Here at ACE we believe that contact 

between developers and the people who actually 

buy their games is vitally important for everyone. 

It gives them a chance to hear your honest opin¬ 

ion about their titles (which you'll be encouraged 

to give) and you a chance to hear their opinions 

on topics ranging from licenses and piracy 

through to graphics and gameplay. 

During the afternoon, the software house will 

usually enjoy showing off some of their latest 

titles under development. You'll get a chance to 

play some of their games and tell the developers 

what you think of their efforts. During past ACE 

Conferences, ACE readers' opinions have actual¬ 

ly resulted in significant changes to new games - 

something you can justifiably boast about for 

several months afterwards! 

At the end of the day, you'll find you've made 

some new friends - and most important, you'll 

know a lot more than most people about the real 

world of games publishing. So...what are you 
waiting for?! 

You don't just get to play games at the ACE 

Conferences either. Even more important, you 

also get a chance to meet the people who 

develop them. In 1990, ACE readers have gone 

on safari to companies like US Gold, Activision, 

Domark, and Mirrorsoft. We're now opening the 

hunting season again for 1991, and our first 

venues will be Virgin and Gremlin. 

Virgin are based in West London and Gremlin 

are up in Sheffield, so readers from different 

areas of the country will get a chance to pay a 

visit to someone (relatively) close. If the 

distance is daunting, don't worry - we’ve got vis¬ 

its coming up to Manchester, Scotland, and 

Reading, so keep your fingers crossed. 

ES CF48 

THE HUNT 
What happens at an ACE Conference? 

This question is actually impossible to answer 

because we try to structure the day as little as 
possible. As a general rule, however, 

conferences begin at 12.30pm and end around 

5.45pm. A light lunch is provided to keep you 
going. 

When you arrive you’re introduced to the 

other attendees (we try to create a spread of 

age ranges and machine owners at each event), 

to the ACE staff members who are present 

(lucky you) and, of course, to the software 

house crew you're visiting. You'll probably get a 

quick guided tour of the premises and a 

member of the software house will tell you a bit 

about the business side of developing games. 

Virgin Mastertronic 
A truly awesome day out with the company who brought you game classics ranging from Dan Dare to 

Supremacy, who are investing heavily in new technology and CD development, and who are part of a 

group that's into everything from airlines to computer supplies. 

The location: West London 
The date: Wednesday 19th June t 

Gremlin Graphics 
A company who have produced the most stunning reversal of fortune the software industry has ever 

seen, from being perceived as a puppet of US Gold to a dynamic and innovative publisher with superb 

titles like Lotus Esprit and Switchblade II. They go a long way back, too, to the days of Tony Crowther, 

Potty Pigeon, and Monty Mole. Gremlin are also heavily involved in console development, and you'll 

be able to see projects underway for the PC Engine, Game Boy, and NES... 

The location: Sheffield 
The date: Tuesday 11th June 
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hits m f i 
HIGH? HERE ► 
The games-buying public aren't invited to the ECTS. 
ACE sneaks you in the back door... 

This year’s European Computer Trade Show 

was a peculiar event. Although never expect¬ 

ed to boast the razzmatazz of the Entertainment 

show in September, it was none-the-less a some¬ 

what subdued affair, with folks from the 

software biz less concerned about having an 

enjoyable time and more concerned with 

expending more of their energies on the seamy 

side of actually making money. 
The non-consumer policy enables exhibitors to 

wander around freely without being trampled, 

and makes for a slightly more sane atmosphere, 

but without the flashing lights, pumping music 

and frenetic buzz generated by a consumer-led 

event, it’s easy to forget that these people are in 

the entertainment business. 

Without the incentive to dazzle the prospective 

punters, most exhibitors opted for conservative 

box-like stands with a meagre frontispiece and an 

office inside. Indeed, the quotient of profitable 

deals was pretty high, but no-one seemed to be 

having much fun. 
Even the promotional activity seemed to be a 

bit half-hearted with a couple of men dressed up 

as Lemmings wandering folornly through the 

ranks of suits. 
Among the more noteworthy items on show 

were Sonic the Hedgehog, a game finally offering 

Megadrive owners some ammunition with which 

to defend themselves from rabid Famicom Mario 

fans, and the arrival of the Gamegear. 

And the best news of all is that the number of 

exhibitors signing up for a massive presence at 

the trade and consumer European Computer 

Entertainment Show in September is rising by the 

day. We look forward to seeing you there! 

No! Not Victoria Station, it's the Business Design Centre 

in trendy Islington, venue for show. 

THE PARTIES: 
After all the deals have been done, and before I 

the ink has dried, happy (and not so happy) busi¬ 

nessmen are enjoying civilised drinkies in one of 

the nearby alehouses. 
Saturday evening, and Vic Naylor’s near 

Smithfield market is the venue for the Black and 

White Party, arranged by PR guru Simon Harvey 

and Ocean's Gary Bracey and Dean Barrett. 

• Atmosphere: 7: - Non-groovy sounds. A bit 

crowded owing to size of the venue. However, 

the beer was flowing nicely and everyone was 

in a good mood. Helped along by top industry 

(Above) 

US Gold PR Manager, Danielle Woodyatt (left) was busy as 

ever, promoting a range of products including Cruise for a 

Corpse, Indiana Jones IV and Return to Monkey Island. 

(Above right) 

"Wild" Bill Stealey, Microprose's infamous founder paid a fly¬ 

ing visit from the States early in the show. He's certainly 

getting into the sling of it. 

(Right) 

Ocean's Gary Bracey tries out the latest Japanese craze: Virtual 

Reality contact lenses! 

( Far Right) 

"Did you hear the one about the man who crossed an ST with a 

Spectrum?" Alan Miles (Team SAM) already knows the 

punchline. 

(Inset Left) 

Snore! The latest 

in Gameboy soft¬ 

ware, Hand-Held 

Home Accounts 

and Super 

SpreadsheetLand 

has the players 

fighting hard - to 

stay awake! 
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figures and the fact that the show hadn’t start 

ed yet and so no-one was knackered. 

• Food: 1 - Rubbish! Hungry journos need 

some decent nosh, not measly peanuts and 

cheesy nibbles. 

• Drink: 4 - “Free” beers and wine supplied 

although it cost £15 on the door for entry in 

the first place. 

• PR Validity: 8 - No product to push, this was 

an all-out fun-binge. Everyone let their hair 

down and had a nice time. Gary, Simon and 

Dean boosted their already soaring popularity 

among the industry movers and shakers. 

Sunday evening, and the Major Event! 

Leicester Square’s trendy Hippodrome plays 

host to the industry for what should have been a 

glittering and enjoyable event from all 

concerned. Anything further from the truth would 

have been hard to imagine. This particular party 

was heralded as a big deal owing to the 

announcement of various computer-leisure 

awards. However, revellers were disappointed 

on a number of counts. The ceremony took 

forever, there weren’t any awards to give away 

anyway (they were held up in transit) the celebri¬ 

ty cabaret was terrible and the “free” bar extend¬ 

ed to two (count 'em) drinks. 

And the cost of entry? £44 each. 

• Atmosphere:2-Trendy location, lotsof people. 

• Food: 3 - Horrible buffet. 
• Drink: 2 - Champagne/beer. Far from cheap. 

• PR Validity: 0. 

Monday evening saw the Accolade cocktail 

reception in full swing in The Filling Station bar, 

attached to the Business Design Centre. 

Rarely have so many industry heavyweights 

had to come into quite such close contact with 

each other. The promise of sampling the novel 

Accolade Atom Bomb (a concoction so bizarre 

a prize was awarded for anyone brave enough 

to successfully determine its contents) 

proved tempting enough to fill the station to 

bursting point. 

• Atmosphere: 6 - No music. Lots of fun but 

enjoyment hampered by feeling like you were 

standing in a cattle truck in the rush hour. 

• Drink: 10 - Anything you want, all for free. 

• Food: 5 - Lots of nice nibbles, not especially 

substantial 

• PR Validity: 3 - No big announcements to 

maximize potential coverage for the receptive 

audience. 

• Jim Douglas 

(Below right) 

Jonathan Ellis, head honcho at 

Psygnosis, is keen to scotch 

rumours that he provided the 

inspiration for those dreamy little 

Lemmings. 

(Bottom) 

Adrian Parr, MD of Microprose UK, 

is currently filling the recently 

vacated shoes of ex-Marketing 

Manager Peter Jones, who has 

taken up residence at Sierra's 

newly-opened UK office. Looks 

he'll have to play it by ear! 

For a full report on the show's major announce¬ 

ments and events, see the News pages. 
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Four levels of 
difficulty will help 
you to learn quickly 
- and optional 
autopilot landings 
will allow you to 
concentrate on 
airborne action. The 
controls are simple, 
effective, and easy 

to remember. It is a great flight sim for beginners and 
experts alike. 

Fly missions in any 
of six real world 
arenas from the 
Persian Gulf to 

Vietnam, Central 
Europe to the 
Middle East and 
the North Cape to 
North Africa, giving 
you a total flying 

area of nearly half a million square miles. 
Each area contains hundreds of missions and each mission 
will differ depending on your chosen tactics, even if you fly it 
twice! 

mr - 

J 
An amazing ten 
viewpoints give you 
the opportunity to 
view the fast flowing 
3-D environment 
from virtually 
anywhere around 
your plane - and a 
unique “Director” 
option can be used 

to automatically change the view for you, so that you’re 
always looking right at the centre of the action. 

attack being thrown at you. 

The newest smart 
weaponry and laser- 

guided armaments 
are primed for 
launch - it’s your job 
to make sure that 
you’re in the right 
place at the right 
time, and avoiding 
the constant enemy 

Enemy pilots and 
missile crews act 
and react 
intelligently and 
quickly. Success 
depends on making 

the right moves - 
and making them 
fast. FI 5 Strike 
Eagle II puts you in 

the hottest seat of them all - Take a look for yourself. 

FI5 Strike Eagle II follows FI9 and Gunship into the front line. The latest aii§f 1 



The FI 5 Strike Eagle is the latest in a 
long line of FI 5 Eagles, whose 
development began in the mid ‘60s. 
Originally conceived as an ultra¬ 
powerful, ultra-fast air-superiority fighter, 
the design has developed into an air- 
superiority fighter with ground-attack 
capabilities. 

The FI 5 Strike Eagle is one of the 
fastest, most manoeuvrable, and most 
powerful military aircraft in the world. It 
has the capacity to carry the latest air- 
to-air and air-to-ground armament in 
addition to its 20mm cannon. 

The latest version of the Strike Eagle is 
equipped with a sophisticated zoom 
FLIR/TV/Laser target tracking system 
that allows the pilot to see close up 
views (either TV or thermal) of the target 
at all times. 

st am from MicroProse will soon be available for Commodore Amiga and Atari ST. 

. * / 



FEATURE 

In Air Duel the player 

can take up anything 

from a WWI biplane 

to a WWII fighter to a 

WWIII jet* Even 

better, two players 

can engage one 

another in a tense 

dogfight thanks to a 

unique split-screen 

display. 

AIR DUEL 
Buzzing the airfield. By flying through 

an open hanger or performing some 

other dangerous stunt, you could earn 

extra fuel, weapons or just points. 

Welcome to the first all-action dogfighting flight 

simulation from MICROPROSE. Rik Haynes talks to 

programmer Glyn Williams about his new baby... 
and the game! 

conflict is maximised, their emotional 

involvement should be heightened. The ideal wayi brid 

of playing Air Duel will be between two-players 

with split-screen or two machines. 

Do you ever wonder what it's like to dogfight 

at supersonic speeds over bright desert 

skies? What about outflying the Red Baron in 

World War One? Imagine the kind of neat 

reverse-thrust frolics you could do in outer 

space with a futuristic fighter? These are just 

three of the questions that have inspired Glyn 

Williams to write Air Duel, a flight-sim that lets 

you dogfight some exhilarating combat aircraft 

from the past, present and future. With Air Duel 

you can climb into a Sopwith Camel biplane or 

hit hyperspace with an interstellar spacecraft. 

You can even go Tora! Tora! Tora! in a Japanese 

Zero carrier-fighter from the Second World War. 

Explain the concept of Air Duel? 
I'm more interested in Air Duel being a game 

rather than a simulator - although it does borrow 

from the simulator genre. My original intention 

was to make it more towards a coin-opy sort of 
3D game rather than a heavily detailed 

simulator. The simulation elements are important 

to Microprose so I'm developing those a little bit 
more. 

Coin-opy, what's that? 
Things like immediacy, speed and pace. The fact 

that a playing session will be two minutes rather 

than two hours. With a coin-op, it’s immediately 

obvious what you’re supposed to do with it. You 

don’t have to read a massive manual to play it. 

You just pick-it-up and go. The objective is simple 

and obvious. There are certain ways of doing 

things in coin-ops. There are scores and when 

your attention is being diverted in a particular 

way you get a big arrow rather than a subtle 

hint. The difference is a stylistic one. 

Blasting away from the cockpit of your biplane. 

What do players get up to? 
The objective of the game is aerial combat and 

dogfighting. The fact there are two players fight¬ 

ing each other in, ideally, the most violent way 

possible - where their involvement in that 

How does the game work? 
It’s set-up so there are four scenarios to choose 

from, which are sort of classic dogfighting 

encounters through history. This is a way of 

adding value to the game and makes Air Duel 

almost four separate products in its own right. 

The World War One scenario is played over the 

entrenched battlefields of Europe in 1918 - 

Sopwith Camels versus Fokker triplanes. This is 

an introduction to dogfighting, you get very 

close to your opponent. You move quite slowly, 

so there’s a stronger element of strategy. The 

second scenario is set in the Pacific during 

World War Two. Carrier-based Wildcats against 

Japanese Zero's over a little Pacific islands. The 

main difference between the two World War sce¬ 

narios is pace really. World War Two introduces 

power as an element in the conflict. The next 

scenario is the present day and this introduces 

jet aircraft, radar, HUDs and missiles as well as | 

retaining the other elements. I'm going to do it inf 

a Gulfy desert sort of scenario, carrier-based F- 

18 against the MiG-29 (one of the sexiest planes 

in the game). It was designed before the Gulf 

War but nobody will believe me. For the fourth 

option I thought I’d just go wacky and do a 

space game. I can chuck everything to the windj 

Gravity goes out of the window. You have a 

avai 

wea 

youi 

much wider selection of weapons systems, 

some of them quite stupid and bizarre. 
Of c 

to th 
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FEATURE 

JUST WILLIAMS 
Air Duel will be the last project that Glyn 

Williams will design and write entirely on his 

own. He now has plans to set-up his own 

software development team dedicated to pro¬ 

ducing top quality 3D games. The 27-year-old 

Williams wants to do more game designing 

and is already devising a big campaign 

wargame/simulator with lots of vehicles and 

real-time action. He also thinks it would be 

nice to do a sequel to Warhead, his challenging 

space-simulator with insect-like aliens and 

'authentic' spaceflight controls. "I'd like to 

make the scenario bigger and wider," Williams 

says, "Down onto different worlds for 

Planetbusting. Heavy spaceships bombarding 

craggy planets. Something along the line of 

Aliens with descent vehicles plunging down 

into the atmosphere and tearing the crap out 

of alien cities. It's quite an intellectual type of 

product." 

Will there be ground objects? 
When I pick up a simulator the first thing I ever 

do is find a bridge or try and fly through a 

hangar, things like this. I'm not interested in 

authentically landing a 747 at Gatwick, I just 

want to do the stunts and stuff. So I want to 

force that kind of action into Air Duel. Every one 

of the scenarios is structured for this kind of 

thing. There are stunt positions and opportunities 

scattered throughout the maps. These are 

actually useful in gameplay terms. Pulling a stunt 

during the course of the game translates into 

extra score, fuel or weaponry. Imagine, if you’re 

running low on fuel the conflict is going to end 

real quick but if you can manage to fly under that 

bridge with the amount of fuel you’ve got 

available you could go back to full fuel and 

weaponry and have that as an advantage over 
your enemy. 

and craters filled with water - and blow-up 

tanks, observation balloons and Zeppelins - in 

the World War One setting. The Active Targets 

blow up entertainingly and also translate into 

scoring points, fuel or weapons. These are very 

much gamey sort of things. They don't fit in with 
a mission-driven simulator. 

Is it difficult simulating planes in a 
computer game? 
It's quite interesting that. One of the ways that 

Microprose have been useful is that the Project 

Manager and Shape Designer Martin Moth can 

actually fly. So he does know what he’s talking 

about. I do think there's a lot of bullshit talked 

about flight models by programmers. I trying to 

get something that feels right more than 

anything else. Responsive and flyable. The 

model has to be quite realistic as well. If I’m say¬ 

ing this is supposed to be a Wildcat, people 

would be disappointed if they could fly it 500 

miles per hour or past the speed of sound. So 

you have to tweak the model make it behave 

within a reasonable set of characteristics that 

resemble that aircraft. It's more about being fun 
to play and fun to fight with. 

Have you nearly finished Air Duel? 
The surface detail is very scarce. Only half the 

artwork is done. It's at that sort of stage. Sort of 

in the middle. Air Duel was born out of the ashes 

of the Fokker project I was doing for Activision. 

If it was a team of 57 working on it, Air Duel 

would be finished next week. Since it’s only me, 

it will be finished sometime later this year. I’ve 

got to take the prototype which is working com¬ 

bat and enrich that up into something people 

want to pay a lot of money for. So there's a lot 

of work left to do on presentation. You’re going 

to have a really rich form of combat and options 

which allow players to fundamentally modify the 

way the game works. You can tinker about with 

how the game plays and scores, how difficult 

planes are to fly, whether you bounce-off or 

Give some examples of these stunts? 
There’s some quite dull ones. There’s bridges 

and things that you have to underfly. 

Barnstorming. There's barns and various 

buildings that you have to fly through. And then 

there are some more exciting ones. In the World 

War Two scenario there’s a carrier with holes 

under the main deck which you can actually fly 

through. Erm, are you with me? In the present 

day scenario there's obvious things like 

suspension bridges and oil stores. Similar to 

this, there are also things that you want to blow 

up other than your opponent. These are called 

Active Targets like fuel supplies, ammo dumps, 

radio masts, missile sites, all that sort of thing. 

Of course these Active Targets are appropriate 

to the current scenario. You fly over trenches 

crash into the ground, and so on. You effectively 

get 10 games for the price of one. It’s like a 

sport - one activity - which is beating the other 

player. It lives and dies on that one activity. 

Were did you get the ideas? 
Mainly through my own frustrations with flight 

simulator product. They didn’t address what my 

needs were. I want to blow things up and kill 

other people. I wasn’t interested in executing 

meticulously detailed missions. That’s my gut 

reaction when I pick-up a flight simulator 

product. In Air Duel you want to locate the 

enemy straightaway. That's normally a very diffi¬ 

cult thing to do in a computer flight-sim. You 

can’t look behind or around you. You can't look 

into the distance very well. The tradition way to 

overcome this is by providing instruments. With 

a coin-op you don't want to learn about radars 

and HUDs or press keys on the keyboard. So in 

Air Duel if you can’t find the enemy you fire 

some shots off - you've got limited ammo so it’s 

costing you something - and you immediately 

get a big floating arrow that tells you the 

direction of your enemy. This wouldn’t look too 
out of place in ah arcade. 

Care to describe any advances on the code 
front? 
I’m kind of happy with the way my graphics 

system works. Not so much in dramatic 

performance, which I think seems about to be 

the same with every simulator released these 

days, but how nice and easy it is to program. 

This means it becomes quite inexpensive for me 

to do things like, erm, getting it to do stuff. If I 

wanted to show a particular view from a particu¬ 

lar angle after something has happened, it’s real¬ 

ly easy to set-up a little program to do that. It's 

all very well and good having a graphics engine 

which can run at terrific speeds but if it’s a 

bugger to program your game is going to suffer 

because it makes it very expensive to do a lot of 

little effects. Mine will pay off. I can say I want 

smoke to come out of this crashing aircraft just 

by turning on a smoke-generator. Does that 

make sense? I make full use of the computers 

colours. In the World War One scenario for 

instance you get ‘fogging’, I suppose you could 

also call these depth-cueing, it’s going to be 

mistiness. I want to get a quite unique look for 

the game. In terms of detail, you can actually 

see the propellers moving round. 
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Well, it’s finally happened - and coin-ops 

will never be the same again. The 

world's first Virtual Reality coin-op 

made it on-site this month, to the ecstatic 

response of the general public. At least those of 

the general public that were lucky enough to be 

staying at SouthCoast World in sunny Bognor - 

for that is the place where the arcade industry 

finally made it into the 90s. 
The Virtuality SD Unit, first covered in ACE late 

last year, has finally made it into the arcades 

after an impressive World launch at Wembley 

Conference Centre which included thunder- ^ 

flashes, public address systems,autgc^, $ 
manner of coloured W3tl$, Video \ 

cameras .and - the vit* ingredient! you're ko \ 

attract anV journos at^^^mbo&e. \ 

This all aeneratec considerable razzmatazz. \ 

which rub Wed itself off 

^ arcade eornmunity, ^ho^^^»he^^^^ ' 

With more ol less um/erSpcclai.n. 

Wits on show, just about«veryo® thahjMpg 
tb got a .go, l\ands-on. Or mrnid, that l\e helmet 
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With an ear-shattering boom an enemy jet explodes in a shower of shrapnel. One down, 

loads more to go. 

Thunder Force 
- Capcom - 

After the success of Mercs - 

playing to the would-be Amies 

of this world - Capcom are now 

trying something of the same 

ilk, but for up to four players at 

a time. Nice graphics, good 

sound and some neat pallette 

effects should make this popu¬ 

lar with proto-Commandos. 

Big ICarsiak 
- Gaelco - 

A horizontal scrolly with jumpy- 

jumpy, shooty-shooty 

tendencies, set in Ancient 

Egypt. More of a puzzle 

element than many of its kind - 

and with more than adequate 

graphics - this one appears to 

trancend its genre. Sort of. 

What makes Battlesphere an outstanding game 

is its innovative use of the VR environment. 

Superimposed on your view in the headset is a 

head-up display that includes, not surprisingly, a 

gunsight. Move your head - and the gunsight 

moves too - that is, it’s not linked to the direction 

of travel of your Pod. It’s like have a laser stuck 

on the end of your nose, so you end up tracking 

alien fighters across space with your head in one 

direction, as you zoom towards the Mothership. 

Different skill levels bring in different weapon 

types (laser, photon star and the infamous Chaos 

Bomb... drop one and see why!) and harder 

enemies, while you can either slug it out with a 

friend in Asteroid Dogfight (a Player vs Player 

mode) or even try and take out each others 

Motherships in the major Battlesphere level. 

However, if you really feel like getting friendly, 

you and a friend can share a Pod, with one of 

you being the Gunner and the other being a Pilot. 

Battlesphere has given me the best buzz from 

a game since I got good at Defender - which 

puts it straight up there in my top three ever, try 

it for yourself to see if it hooks you too! 

Vandyke 
- Jaieco - 

Well - it’s Conan time, as your 

large, bare-chested (or should 

that be bear-chested) sprite 

scrolls vertically up the screen 

and hacks away at assorted 

Goblins, Kobolds, Cavemen, 

etc, etc. The top-down view 

works OK, but this is a bit of a 

filler rather than a major 

release from the increasingly 

cuddly Jaieco. 
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CLASSIC TITLES FROM 
THE LEADERS IN 16-BIT 

BUDGET SOFTWARE 

AMIGA - ATARI ST - IBM PC 

SHERMAN M4_ 

Acclaimed tank simulation 

of World War II's famous 

campaigns. 

NORTHS SOUTH m 

Witty, cartoon quality Quest for peace through Perform daring and 3D Jungle adventure Canoe the rapids, Lead the crack marksmen Action 3D space; 
enactment of the temples in a hellish world, dangerous raids as you searching for mysterious confront Indians and and free the embassy simulation of 
American Civil War. roam the galaxy. Mayan treasures. survive in the Wild West, hostages. international c< 

Sherman M4 

ST 

□ 

AM 

□ 

PC5.25 PC3.5 

□ □ 

North & South □ □ □ □ 

Kult □ □ □ □ 

Hostages □ □ □ □ 

S.D.I. □ □ □ N/A 

Rotor □ □ □ □ 

Colorado □ □ □ □ 

C. Pirate □ □ □ □ 

Maya □ □ □ □ 

Grid Runner □ □ N/A N/A 

.Total 

Name. 

Or debit my Access/Visa Account No. 

Expiry Date_ 

TELESALES 

0276 684959 
Please send to: 

DIGITAL INTEGRATION III 1 
WATCHMOOR TRADE CM 

WATCHMOOR ROAD 

CAMBERLEY SURREY GUI> 



screentest 

Roger Wilco and the Time Rippers, otherwise known Gods from the Bitmaps. Intelligent monsters and 

as Space Quest IV offers some enticing graphics and excellent graphics, but does it offer anything that 

excellent adventuring to boot. Page 50 exciting? 

IT TAKES ALL SORTS 
And that fact is rarely more evident than when discussing 
games. One man's meat is more often than not another's poi¬ 
son. And when hyperbole and superlatives fill the air like so 
many noxious human emissions, it's easy to become desensi¬ 
tized to the real feel of the review. Here at ACE, we try to be 
a little more conservative in our approach. You won't find 
wasted words here. ACE reviews aim to be level headed and 
analytical. But that doesn't mean we don't get excited about 
the games we see. We simply make sure we get excited about 
the right ones. 

We won't rate a game unless it repre¬ 
sents what you'll find on the shelves. 
If a game's not finished, we won't 
rate it. Instead we give it an ACE 
Preplay verdict panel that tells you 
how we think it's shaping up. In most 
cases, a full review of the finished 
game will follow in a later issue. 

The PIC - Predicted Interest 
Curve 
- is the most sophisticated 
reviewing tool around. 

The curve is divided into six sec¬ 
tions, indicating the player's 
adrenalin level after one minute, 
one hour, one day, one week, one 
month, and one year. And this can 
tell you a lot more about a game 
than just the interest levels... 

The minute, hour, and day rat¬ 
ings can tell you a lot too. If 
there's a dip here, followed by a 
rise, you've got a game that may 
take a bit of getting into. 
Alternatively, the graphics may 
put you off for a while until the 
gameplay starts to grip. Check out 
the PIC comment for more details. 

ACE always awards seals of approval for outstanding soft¬ 
ware performance. If a game really breaks the boundaries in 
sound, graphics, or originality you‘11 see the appropriate 
ACE Award flash on the review. Unless it's truly dire - in 
which case it'll get the ACE Turkey award. Software houses: 
you have been warned! 

ACE only awards this one to 

a games of outstanding quality. 

-I A 900+ game is a classic title, 

/n recommended without hesi- 

X WVTOWj tation. 

Originality counts for a lot 

these days, and any games 

that have it deserve a special 

mention. This ACE award is 

reserved specifically for these 

rare games. 

One of the first things to grab 

you in a game is its graphics. 

Games that redefine the state- 

of-the-art get this seal of 

approval from ACE. 

Sound is the 'forgotten' 

aspect of games - but can 

make or break them. ACE 

only awards this one to bril¬ 

liant use of audio in a game 

Computer and Console pages 50-85 
50 SPACE QUEST IV Sierra 

54 GODS Renegade 

55 ATOMINO Psygnosis 

56 SHADOW DANCER US Gold 

58 SQUASH Krisalis 

59 HILL ST BLUES Krisalis 
61 DARKMAN Ocean 

64 ALIEN STORM US Gold 

65 MERCS US Gold 

66 JET FIGHTER 2 US Gold 

67 VIZ Virgin Games 

68 DAS BOOT Mindscape 

69 COHORT Impressions 

71 BURAI FIGHTER Nintendo 

72 R-TYPE Nintendo 

73 AERO BLASTER Megadrive 

76 MEGA TRAVELLER Empire 

80 PREDATOR 2 Image Works 

81 GAUNTLET 3 US Gold 
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COMPUTE! SCKEEHTE5T 

Naming the hero of your adventure game 

after a radio check-sign doesn’t bode well 

for a sustained level of amusement. However, 

that Roger Wilco has been around for a full four 

games now, and his latest excursion is a more 

lavish and incredible trip than any before must 

indicate that the joke has some considerable 

legs. 

Wilco, inept janitor and reluctant space hero, is 

confronted in a seedy bar by the Blake’s 7 looka- 

like Sequel Police. No ordinary constabulary 

these, once in the parking lot it emerges their 

intentions are strictly for Roger's demise. It looks 

as if Roger’s goose is cooked, and only the swift 

actions of the friendly Time Rippers enable him 

to escape. 

And so, after a lengthy intro sequence, Roger 

finds himself dropping through the other end of 

the time rip into - urk! - Space Quest XII! His home 

planet has been virtually destroyed by the evil 

Vohaul and is on the brink of collapse. Staring 

mutants wander the darkened streets. Burned 

out vehicles lie abandoned and useless, riddled 

with laser-fire. What has happened? How can 

Roger get back to the, er, adventure? And what 

is that pink fluffy rabbit doing? 

Controlled exclusively with point-and-click 

commands, Roger moves reasonably freely 

through his environment, examining, touching 

(Righ 

Cross 

such 

makii 

critic 
takin 

Asi 

quite 

majc 

no ci 

a gei 

Roge 

This 

Th< 
can i 

all o\ 

they 

lineai 

Q 
mes: 

to m 

into : 

ident 

simp 

Spi 

least 
on ai 

not ii 

what 

lines 

inge 

the p 

aroui 

on th 

next 

Indi 

On fii 

uatioi 

In the 
fair g 

throu 
iearni 

mear 

dispe 

retrai 

woulc 

reasc 

holdir 

Occ 

event 

'know 

occur 
Mall, 

SIERRA reaches new heights 

and collecting objects, talking to characters he 

encounters etc. The two most immediate points 

of note are that (a) the graphics are astonishing, 

and (b) Roger gets killed an awful lot. 

It’s a rough old life for a space hero these 

days. Continual raids by the Sequel Police intent 

on Roger’s discovery, deadly oozing slime down 

in the sewers, unstable explosives, and that’s all 

in the first ten locations! 

Avoiding these untimely ends obviously takes a 

bit of practise, but Roger will rarely come 

unstuck without some foolishness on your part. 

Dangerous situations are always clearly 

explained, and thanks to an excellent user- 

interface, the game can be saved in virtually any 

position with the minimum fuss. Even in move- 

Wandering the deserted streets are cyborg mutants, 

programmed by the Sequel Police and their evil controller 

to locate resistance forces and convey their location back to 
HQ. By the time you see him, your game is virtually over. 
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critical situations, a Save can be used without 

taking up precious game turns. 

Aside from the graphics which in places are 

quite awe-inspiring, textual descriptions for all 

major items in the game are included. Thankfully, 

no cop-out “I can see nothing of interest here” 

messages are included. The only negative point 

to make is that since the designers have gone 

into such detail, it’s sometimes a bit difficult to 

identify what are ‘useful’ objects and what are 

simply background features. 

Speech is the area where the player has the 

least control. The player can click his “talk” icon 

on any character in the game, which may or may 

not initiate a dialogue. The player can’t tell Roger 

what to say. Instead, the computer feeds Roger 

lines appropriate to his current situation. Go into 

a gent’s retailers without any trousers on, and 

Roger will have a discussion about buying some. 

This format works better than you may expect. 

The back-and-forth nature of time-travel games 

can usually turn into a pain in the neck, jaunting 

all over the place to try and effect events before 

they happen and the like. Here the path is quite 

linear, in a flexible sort of way. Rather than offer¬ 

ing enormous areas to explore and get lost in, 

the player is for the most part kept in a suite of 

around ten locations, and forced to concentrate 

on the problem in hand, before moving onto the 

next zone. 

Indeed, the nature of the puzzles is pretty solid. 

On finding yourself in an apparently dead-end sit¬ 

uation, the answer will usually be close at hand. 

In that sense, Space Quest IV is an immensely 

fair game, allowing the player in theory to play 

through all the puzzles first time round, without 

learning too many costly lessons. This doesn’t 

mean the game is easy - far from it - but it helps 

dispel irrational fears that maybe if you were to 

retrace two-days effort and get the bunny it 

would help you fly the space ship, for no better 

reason other than it's the only object you aren't 

holding. 

Occasionally the game will demand that an 

event has happened which will make Roger 

'know* something before allowing another 

occurrence. For example, in the Galaxy Galleria 

Mall, Roger (for a number of reasons) needs to 

Hefty hard- 

of the 

Space Quest tv's top-notch graphics are a far cry from those found in adventure games only a short time ago. 

disk access and some irritating waits are part and parcel of the deal, and playing off floppy disks is really out 
question. 

An excellent sci-fi romp. Quick-paced and quick witted, 

the action seldom grinds to a halt, and for an intention 

ally funny game it manages to maintain a decent level 

of tension too. Even when you're stuck in a dead-end, 

there are enough jokes to keep you amused. 

ACE RATING 

880 
IBM PC 

TB-1 
With 256 Colour VGA, a hard drive and a decent turn 

of speed a PC owner should be proud to own SQ4 as 

1717 8 a showpiece of his machine's abilities as a games 

11 computer. 

G | I Q 5 A FF 

OUT NOW 

(Left) Restrained in a space-chair by two buxom captors, Roger 

must think on his feet lest he loses more than his trousers. 

’Below) Much nicer scenery than in Space Quest XII, although 

10 less threatening. 

(Right) The most fiendish torture of all, a deadly HAIR REMOVER! (Below right) 

Cross-dressing may seem like a bit of a come-down for a top-flight space hero, but 

such indignities must be endured. (Bottom) Work in the leisure age is limited, and 

making a buck is far from easy. There's always work in the burger bars. 
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«ne of SO IVs novel features is the graphics handler. Rather than being constrained to a partic- 

ular single-screen location, Roger can enjoy enormous panoramic views of his environment! 

By walking to the edge of certain screens, Roger triggers a scroll revealing his new location and 

how it connects with the last. Although far from smooth, it genuinely adds to the feeling of 

realism. Almost intentionally I suspect, the technique is first used in a far from inspiring manner, 

scrolling around dingy little tunnels in an underground sewer. However, it's second use in an enor¬ 

mous space-hanger and third on a breath-taking alien world are quite stunning. 

The entrance to the Sequel Police 

headquarters is a far from 

hospitable place. 

ADVANCED COMPUTER ENTERTAINMENT 

A THOUSAND WORDS 

4 

The lengthy intro sequence (above) sets the scene. Here Roger is 

tumbling through the time rip in an attempt to escape the evil 

Sequel Police. 

EXTRA! EXTRA! 

» games have a reputation for offer¬ 

ing pretty good value for money. This 

rep is achieved not least by the inclusion of 

several glossy games-related manuals in the 

package. Space Quest IV is no exception, 

containing an extremely useful copy of 

Space Piston magazine, a sort of digest for 

all riders of the space-lanes. 

Of course, aside from the feeling of com¬ 

pleteness felt by the user when in 

possession of the whole package, the 

mixture of entertaining nonsense and 

games tips (virtually unintelligible until you 

face a particular problem) gives the player 

even stronger encouragement to buy the 

original for himself. 

Shops and items advertised in Space 

Piston actually exist in the game, and can 

be extremely useful if found. 

Piston also contains the copy-protection 

and a play-through of the first few 

locations, all presented in top-quality maga- 

zine-of-the-future format. 

get dressed up as a woman. The first time I 

played, after dithering around the mall for a bit, l 

found myself presented with a helpful shop 

assistant and was into my slinky-black number 

and wig in no time. However, after coming 

unstuck and reloading, my visit to the boutique 

was in vain, and I couldn't get served to save my 

life. Since I presumed I needed the disguise to 

get past the burly security guard on the door, it 

didn't occur to me that I had to try to try to use 

the Autobucks Teller Machine before attempting 

to buy the dress. The teller machine does a visu¬ 

al identity check, you see, triggering the helpful¬ 

ness or otherwise of the assistant in the 

boutique. 

The self-referential nature of the plot makes for 

good reading and easy ironies. A particular 

favourite of mine is the option to travel back in 

time to Space Quest 1, and have Super-VGA 

Roger wandering around the excellent 

throwback graphics of his first adventure. Black 

and white hoodlums even threaten to chase Rog 

and his fancy-boy 256-colour ways out of town. 

And if you think that's convoluted, how about 

going to visit a software store in the future 

selling (among other things) a working electronic 

tip book for... Space Quest /V! 

Dramatic scenes are handled well, although 

they may verge too much on the Dragon's Lair 

style for some gamers. There are instances 

where lengthy scenes of animation precede a 

brief opportunity for you to act. Miss the chance 

or try the wrong option and Roger will invariably 

buy it. Again, however, the save-at-any-time 

makes it possible to jump right back into the 

action at the critical moment should your choice 

prove incorrect. 

There's no doubt, though, that Space Quest iV 
is a deep, challenging and entertaining 

adventure, gaining a lot from doing away with a 

type-in parser and concentrating on the team’s 

graphic and storytelling abilities. 

• Jim Douglas 

(Left) Inside the 

landing bay. These 

policemen aren't the 

sort of whom you 

ask the time. 

The Skate-o-Rama in the Galaxy Galleria Mall is a 

fine place to go shopping, but it isn't getting the 

adventure solved, is it? 

Your inventory 

screen (left) offers a 

handy user-interface 

with the bits and 

bobs you're current¬ 

ly carrying. 

Descriptions of the 

objects can be 

accessed too. 
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MEGAFORTRESS is 
ready when you are .. 

It's the enemy's worst nightmare; a nearly 

invincible heavy bomber, carrying enough 

firepower to destroy the most heavily 

defended installation in the world. 

Megafortress is in a class by itself; a radically 

modified B52H Stratofortress, with 

radar-absorbing fibresteel skin and enough 

state-of-the-art sensory and weapons systems 

to jam and blast its way into any target on 

earth. 

Megafortress' multi-position bomber features 

complete electronic countermeasures 

technology, terrain guidance radar, multiple 

missions, and a massive arsenal at your 

disposal. Full colour VGA graphics and 

Sound Blaster/Adlib sound boards 

support brings the reality of 

long-range strategic air 

assaults into your home. 

Available for Commodore 

Amiga, Atari ST, IBM PC 

and compatibles. 

Flying Megafortress isn't easy, you're a Pilot, 

Navigator, Electronic Warfare Officer and 

Gunner all rolled into one! 

Navigator's Station-Global Display Pilot's Station 

For information on all Mindscape products please phone 

(0898) 234214. (Please note, calls charged at 34p per minute 

during cheap rate and at 45p per minute at other times) 

Electronic Countermeasures Offensive Weapons Station 

Based on 'Flight of the 

Old Dog', Dale Brown's 
best selling novel. 

Mindscape international Ltd 

The Coach House 

Hooklands Estate, Scaynes Hill 
West Sussex RH1 77NG 

Tel; (0444)831761 
Fax: (0444) 831688 



Ah, births. Difficult times for all concerned, 

especially when this is your first child. Whi 

the Bitmap Brothers strain and grunt in a sealed 

room, all Renegade can do is nervously pace the 

corridor, chain-smoke like crazy and wait, wait, 

wait... 
Gods is a multi-directional scrolling arcade 

adventure, where you must guide a hunky hero 

through a hazardous quest to slay the vile Lord 

of the Underworld. Your epic journey will take yc 

through four distinct regions, a ruined Greek cit\ 

an ancient temple, the tombs below and finally 

Hell, each split into three sub-levels packed with 

Ugly monsters, valuable treasure, sneaky traps, 

secret rooms and cunning puzzles. 

Mid-way and at the end of each level there’s tt 

ancient Greek version of the shopkeeper from 

Xenon 2, where, cash permitting, you can buy a 

wide selection of weaponry (daggers, shooting 

stars, fireballs, etc), plus loads of special icons 

like invulnerability shields, monster freezers anc 

smart bombs. 

And you’ll need all the help you can get, 

especially when you reach the end of a level, 

because that’s where you’ll have to face a huge 

guardian which will do its best to make sure yoi 

go no further. 
Now, now, stifle that yawn. Admittedly the 

Bitmaps win no prizes for originality, but they’ve 

(below) One of the most satisfying 

aspects of Gods (from a hack 'n' slay 

point of view) is the number of 

weapons you can lob about. It won't 

be long before you've picked up 

enough hardware to become a 

veritable one-man army. 

(bottom) Another intelligent alien - 

this ones after your blood, and hops 

up and down the platforms in pursuit. 

Bah! These new-fangled intelligence 

routines. I can remember the good old 

days when baddies WERE baddies, and 

just trundled mindlessly left and right 

on preset routes. 

o»omio 

done for arcade adventures what they did for 

shoot-’em-ups with Xenon 2, i.e. take all the bes 

ideas from other games and then add that extra 

something special to lift it head and shoulders 

above the rest. 
So what is that ‘something special? Well, fora 

start the monsters have been kitted out with 

state-of-the-art brains. On the first few sub-leve 

the creatures are as thick as so many short 

planks, but it’s not long before they’re hunting- 

you down, avoiding your shots, nicking magic 

RENEGADE take 

you to Hell 

and back in their 

ADVANCED computer entertainment 
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(far left) The Bitmaps have packed 

Gods full of secret rooms, bonuses 

and surprises. At first these 

gargoyles look like innocuous 

stone statues, then one-by-one 

they come to life and home in! 

Aaargh! Pulling the lever causes a 

shield icon to appear, which 

promptly drops through the simul¬ 

taneously-opened trapdoor. Race 

to pick it up because it's the only 

way you'll survive the long, long 

drop to... 

(left)...The entrance to a bonus 

room. Inside are riches beyond the 

dreams of avarice - provided you 

remembered to pick up the correct 

door key along the way. 

Fy m- Mb mi. jy 

(left top to bottom) 

A puzzle. There's a shield icon, but it's 

guarded by lethal spikes. How can you get 

it? Ah-ha! Here comes a thief monster... 

...Up he hops, through the spikes, and grabs 

the bonus. Oi, come back!... 

...It's going to take more than kind words 

to encourage the avaricious little *#@! to 

come down from his perch. Select a shiny 

bauble from your inventory and drop it... 

...The thief can't resist, and jumps down to 

snatch the glittering gem... 

...A barrage of daggers and fireballs sends 

the sneak to the great prison cell in the sky 

(we'll spare you the gory details), leaving 

behind both the jewel and the shield icon 

for you to pick up. Clever, eh? 

(fop) Will you ever find 

peace? This is World 2 of 

Level 1, and your task is to 

take that vase to the 

pottery - only then will 

the World Key be 

revealed. 

(middle) The risks in devi¬ 

ating from the easy path 

are many but so are the 

rewards. Who knows? You 

may discover a treasure 

room like this one, stuffed 

full of lucre. 

(bottom) This flyer is pret¬ 

ty tricky to eliminate. He 

flits about, trying to 

dodge your shots, then 

darts in for the kill. 

(above and left) The first end- 

of-level baddy is this giant 

warrior (remember Talos 

from the film Jason and the 

Argonauts). Whatever you do 

STAY AWAY FROM THAT 

SWORD! The fullness (or oth¬ 

erwise) of the jars at the bot¬ 

tom of the screen indicate 

how much energy you (left 

jar) and the centurion (right jar) have left... 

...In a shower of sparks and stars the centurion finally keels 

over, revealing bags of goodies for the taking. Don't let all 

that cash burn a hole in your pocket - the shop's just around 

the corner. 

(left) There's no time to relax and take in that gorgeous sky - 

you're under attack once again, this time by a swarm of 

harpies. 

The difficulty has been pitched just right. The first couple of 

worlds are relatively easy (though no pushovers), but provide a 

finely-judged tuition in the job ahead. Only after you've been 

playing for a while will you discover that Gods packs considerable 

depth beneath its hack-'em-up facade, encouraging you to return 
again and again. 

AMIGA 

wL* T !K IH 

9 9 9 

‘The Amiga version's ST roots are slightly visible: the 

scrolling is a tad 'chunky', but the Amiga's superior 

hardware has been used to smooth out the ride (the 

scroll rate never drops below 17 frames per second). 

6 making for a more enjoyable playing experience 

| | ! | Sound is stunning - the hero grunts and pants with 

G IQ A FF exertion, monsters roar and scream as they breathe 
their last and the sound cues for activating switches, 

such as trapdoors opening, spikes moving, etc, are 

superbly realistic. 

9 o 9 

G IQ A FF 

ATARI ST 

The graphics and full-screen scrolling are amazing, 

and just show what the all-too-frequently belittled 

ST can do in the hands of a good programmer. 

Sound is great too, although understandably not up 

to the Amiga's standard. Whether you're into mon¬ 

ster hackin' or whether you're into brain wrackin', 

Gods is for you. 

RELEASE DETAILS 

AMIGA £25.53 OUT NOW 

ATARI ST £25.53 OUT NOW 

IBM PC £TBA JUNE 

items and generally being a big nuisance. 

Then there are the puzzles. Tripping switches 

and pressing pressure pads in certain orders 

can reveal all sorts of surprises, not all of them 

pleasant. Sound effects are cleverly used to give 

audio clues to off-screen events, such as a 

switch causing a distant trapdoor to open. 

There’s a genuine thrill in playing through an 

area a hundred times then spotting a slightly dif¬ 

ferent wall area concealing a switch which, when 

toggled, unveils a secret bonus-packed room. 

Last but certainly not least are the game’s 

graphics. They’re a wonder to behold, and the 

scrolling is excellent for an ST. The Amiga 

scrolling is better than the ST’s but not on par 

with, say, Turrican It's - but then Turrican II didn’t 

have Gods' depth of gameplay. 

Now for the carping niggles. All control, includ¬ 

ing movement, firing, toggling switches and pick¬ 

ing up and dropping objects, is via the joystick. 

It’s a little fiddly at first, but not annoyingly so, 

and you’ll soon have the hang of it. The hero also 

takes his time turning from left to right and vice 

versa, which can be frustrating when you’re 

being attacked from both sides. But neither of 

these faults in any way ruin the gameplay of 

what is undeniably an enjoyable product of great 
depth. 

Congratulations, Renegade. Go down the pub 

and buy all your mates a pint and a fat cigar: 

your first child is a healthy bouncy bundle of joy. 

• Richard Evans 
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The bad guys tend to hide 

behind anything around, 

bins, crates, cars. It's 

unwise to put yourself in 

a situation when you have 

to face off with the armed 

baddies. 

Hardly an overwhelming first impression, though things 

certainly improve the further into the levels you get. 

Controls are pretty simple, but the ability to send the 

dog off to weaken the opposition works quite well. Not 

a firecracker, but fun none-the-less. [ 

Leap into the air and 

blast away with your 

deadly spinning stars. Or 

alternatively, you can 

send your dog ahead to 

do your dirty work. 

Using your apocalyptic 

Ninja Power, end-of- 

level guardians can be 

dispensed with ease. 

Although the novelty of the ninja 

may have worn dangerously thin, 

Shadow Dancer at least offers a novel 

twist on the theme. This time, the dead¬ 

ly hooded assassin under your control 

must scour a cityscape, seeking out 

and defusing deadly high-explosive 

devices. Your mission is hindered by 

hordes of drug-crazed miscreants intent 

on your downfall. 

Indeed, the foes you face are so fero¬ 

cious and number so highly, that one 

ninja alone - no matter how tough - 

wouldn’t be able to defeat them all. 

Enter a monstrous icey-white dog; your 

pet and fellow battler for the Good. 

Each level has a number of bombs, 

all must be located and touched (thus 

defusing them) before you can success¬ 

fully progress to the next level. As well 

as the rank and file bad guys, extra-spe¬ 

cial hardmen are assigned to protect 

the bombs, and you’ll need to plan your 

attack carefully for each one. 

Armed with both a sword (for close 

quarters combat) and an unlimited sup¬ 

ply of throwing stars, you can deal with 

most bad guys easily. They’ll fall away 

like so much chopped liver under a hail 

of the spinning steel stars. However, 

contact with any of the bad guys or any 

US GOLD offer us a fierce duo if there ever 
was one; a man in a sheet and his pet dog. 

The bonus stage is actually graphically superior to 

the rest of the game, looking akin to a comic book. 

of their bullets (yes, they’re armed too) 

will cause your warrior to conk out and 

return to the start of the stage. 

Many of the baddies lurk in shielded 

positions, behind crates and barrels 

which will halt your shiruken. In order to 

get at them, your hound can be sent 

ahead on an arm-savaging mission. 

While fighting off the toothsome 

advances of the canine, your intended 

victim stands up from behind whichever 

object they're currently hiding, enabling 

a clear shot to be taken. 

Inevitably, the dog will come off badly 

every now and again, but rather than 

being reduced to a yelping bloodied 

mess, it simply turns into a miniature 

version of itself, useless in any fight for] 

a short period of time. 

Bonus stages between the levels offe 

extra-lives for proficient players. 

Peculiarly, the graphics in the bonus 

stage are considerably more attractive 

than those in the main game, like the 

exaggerated perspective-view up the 

side of a towering pagoda, with enemy 

warriors hurling themselves down at 

you. Guiding your screen-arm left and 

right to aim, you must fling the deadly 

shiruken upwards, killing the ninjas on 

their way down. 

Depending on the size of your own 

collection, this particular Ninja offering 

may well prove worthwhile. Even if 
you’re overloaded with fighting product,I 

the canine slant will probably offer 

enough novelty value to justify pur¬ 

chase. 
•Jim Douglas 
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THE COUPON FOR YOUR 

FREE COPY ► 
OF THE 1990 ATARI ST 

48page PRODUCT GUIDE 
FROM SILICA SHOP - THE ATARI SPECIALISTS 
Silica are the UK’s No 1 Atari Specialists. We have been 
established for over 12 years, and have an annual turnover 
of £10 million. With our experience and expertise, we can 
claim to meet our customers requirements with an 
understanding which is second to none. But don’t just take 
our word for it. Complete and return the coupon for our latest 

Jree literature and begin to experience the “Silica Service”. 
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(Below) 

Pounding the beat on foot 

isn't the quickest way to get 

to the scene of a crime, but 

Onc^ there it allows you to 

jjig up the map while 

teeing an officer allows 

| to be sent between 

jons more quickly. 

(Above top) The intro features a faithful 

rendition of the TV show's tune and 

opening. 

(Above middle) Furillo's office. From here 

you can access a precinct map and check 

out various statistics on the computer. 

(Above bottom) Hill Street by night. The 

game has full day and night cycles, with th« 

citizens going to work etc, just like real life 

KRISALIS get the 

street beat in 

their new TV 

show licence 

reet Blues 

Are 

disa 

spo 

It ha 
Wor 

game 
you sh 
alone, 
little d 
releas 
have < 
Rest a 
reflexi 
limits. 

The 
two in 
Club 1 
leagu< 

The cup 

position 

If you have ever wondered - while watching the 

TV exploits of Renko, Bates and Hunter: what 

it takes to police a tough downtown 

neighbourhood, here's your chance to find out. 

You take on the role of Captain Frank Furillo of 

the Hill Street Precinct, who has to keep his pop¬ 

ularity up and the crime rate down by efficiently 

supervising his highly trained team of profession¬ 

als and thus protecting the public from pickpock¬ 

ets, muggers, drug dealers, armed robbers, 

vicious killers and other unpleasant characters 

one wouldn’t like to meet personally. But simply 

rounding up the bad guys isn’t enough; once 

arrested they must be found guilty and 

successfully sentenced by the Court of Law. 

The game starts with a flashy film-like intro 

sequence complete with digitised pictures of all 

the officers at your disposal and mellow title 

tune. Prior to beginning your mission you are 

asked to choose the language version and the 

difficulty level (though even at the easiest setting 

I found it hard to imagine anyone other than a 

21st Century cyborg supercop managing to keep 

the soaring crime rate down). 
The main game screen is split into three areas: 

a birds-eye view of the Hill Street Precinct; a set 

of control icons; and either a radio operator 

giving you details of the latest crimes being com¬ 

mitted, a car dashboard or a police belt indicat¬ 

ing your current form of transport. 

Command of all your officers’ actions is via 

pointing-and-clicking on icons with the mouse. 

You can access the main police computer for the 

latest crime and officer statistics information, dis¬ 

play a map of the area, send an officer to a desti¬ 

nation on foot or by patrol car, take manual 

control over a selected officer, use numerous 

radio facilities, examine any citizen’s record, set 

up road blocks and warn, arrest or shoot (check 

out the hilarious sound effect!) criminal suspects. 

Before setting off on your mission you should 

spend some time not only studying the map of 

the area but also the actual reconnaissance 

patrols. Like most strategic games success 
depends on a well-planned approach to all tasks, 

ever-readiness and quick decision-making. It 

would be also a good idea to practice your 

mouse skills (and get a proper mouse pad !), 

because the icon-controlled command system 

can prove quite tricky when used in a situation 

requiring rapid response. 
Hill Street Blues' near life-like realism (including 

day and night cycles) and complex variety of 

game tasks are impressive but they increase the 

ever-so-high difficulty level. Apart from tracing 

criminals and giving evidence in the Court, you 

will also be expected to maintain a high level of 

RELEASE DETAILS 

month 

Although it’s quite easy to get the hang of the icon- 

based control system, the high difficulty setting may 

scare off the less-persistent gamer. 

Graphics are fine, but not outstanding (though the 

digitised pictures are well done). There’s a nice title 

tune and in-game sound effects, but nothing that 

really stretches the Amiga's sound chip. Those willing 

to put in a large amount of effort will reap great sat¬ 

isfaction from this interesting approach to a licensed 

AMIGA 

ATARI ST 

IBM PC 
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Squash allows you to play any combination of competitors imaginable: computer vs com¬ 

puter, computer vs human, human vs human. The computer opponents range from in 

ability from pathetic to world class, providing a challenge whatever your playing quality. 

Are KRISALIS 'court'-ing 

disaster with their latest 
sports sim? 

It has to be said that Jahangir Khan's 
World Championship Squash resembles a 

game released a couple of years ago. But 
you should never judge a game on looks 
alone. Although the graphics may seem a 
little dated compared to other current 
releases, they don’t affect the gameplay or 
have any bad influence on the general feel. 
Rest assured that Squash will test your 
reflexes and joystick skills to their utmost 
limits. 

The game allows you to choose between 
two independent competition systems: a 
Club Tournament played according to the 
league rules and a knockout World 

Championship. A variety of options, includ¬ 
ing ball type, service rules, competition 
characteristics and the ever-so-useful 
practice mode, can be selected from the 
icon-controlled menu system which may be 
displayed in five European languages 
(another step towards 1992?). There’s also 
an option to select and watch matches 
played between the computer opponents; 
it’s supposedly designed for you to build up 
a picture of their individual styles and skills, 
but it’s no real help and very dull. 

Like the real thing, Squash is quite difficult 
to get into, but once mastered it can prove 
extremely addictive. Your player can be 
moved around the court with joystick. 
Tapping fire and pushing the joystick when 
near the ball will play a lob or power shot to 
the left, right or straight-ahead. There’s an 
option to let the computer take shots for 
you so that you can concentrate on getting 
your positioning right - very useful! 

The general feel is quite good with a very 
realistic ball animation and not-so-realistic 

player control which gives an impression of 
slightly random movement. The unusual 
isometric-3D view of the squash court 
makes it difficult to correctly position your 
player to hit the ball, but after a few 
practice matches you should be able not 
only to effectively control the character, 
but also to produce some brilliant shots 
which will make your opponent run away in 
fear. 

Sound-wise the game is above average. It 
incorporates realistic sound effects and 
some jolly tunes which could make you tap 
your fingers and maybe sometimes stomp 
your feet (and that’s ‘maybe’). 

In all, Jahangir Khan's World Champion¬ 
ship Squash is a good sports simulation 
which unfortunately lacks the graphic quali¬ 
ty of today’s top games, but should bring 
the patient many hours of enjoyment. Don’t 
be put off by the initial chaos: remember - 
practice makes perfect! 

• Tom Troscianka-Carroll 

The cup room, where you can save or load your current league 

position by clicking on the relevant icons. 

popularity among the public. Frequent gun 

battles, corpses littering the pavements, 

excessive use of car sirens, traffic congestion 

caused by road blocks and above all a high 

crime rate will cost you popularity and possibly 

your job. However, if all crimes are quickly 

solved and the guilty are successfully sentenced 

in Court your popularity will rise and you may be 
rewarded with a promotion. 

Graphically the game is above average with an 

well-designed game screen, meaningful icons 

and several nice touches, including digitised pic¬ 

tures. The birds-eye view of the area serves its 

purpose quite well, although the multidirectional 

scrolling is far from perfect. The game doesn't 

make a full use of the computer’s sound capabili¬ 

ties, however the pleasant title tune makes the 
intro a pleasure to watch. 

On the whole, Hill Street Blues is an enter¬ 

taining game, but the high difficulty level means 

it won’t appeal to everyone. Strategy fans will 

find the game challenging and rewarding to play, 

but more casual gamers may find them-selves 

frustrated by the large number of balls which 

need to be kept simultaneously in the air. 

• Tom Troscianka-Carroll 

JAHANGIR KHAN'S 
WORLD CHAMPIONSHIP 

SQUASH 

The attractively-drawn main menu screen. From here you can 

view the league ladders and the names and statistics of all the 

participating competitors. 

ATARI ST 

hour day week month year 

Difficult to get into and play, though once mastered 

you'll find that Squash's wide range of variously-skilled 

opponents and two-player options offer an addictive 
long-lasting challenge. 

The isometric view of the court is nicely done, 

although it does make play confusing and more than 

a little frustrating at first. The sampled sound effects 

of the crowd clapping and the ball thumping against 

6 |ffl| the court walls are excellent. 

| | K/cfc Off 2 for squash fans t Kick Off 2 for squash fans this ain't, but it's a 

rewarding and enjoyable game none-the-less. 

The ST version is identical to the Amiga in graphics, 

sound - and difficulty! The high-quality samples are 

deserving of special mention - no crackle or hiss here. 

- Squash should provide good fun for any sport 

6 *5! freaks: with the large number of skills needing mas- 

| | | tering and two different competition systems to be 
won, it provides a tough, enduring challenge. 

AMIGA £25.53 OUT NOW 

ATARI ST £25.53 OUT NOW 

IBM PC £25.53 OUT NOW 
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Darkman has 

the slapstick- 

style humour 

seen in Sam 

Raimi's Evil 

Dead movies... 

but is nowhere 

near as good. 

lifts O'. >id off OC*an l 

\\ ethic*" 

Mick West and James Clarke, 

programmers of Darkman. 

This spoof comic-style thriller from 
Writer/Director Sam Raimi doesn't quite live 

up to his previous Evil Dead movies. Although 

there is an occasional glimpse of the Raimi 
slapstick genius in Darkman, the film was a flop 

at the box office. Still, this fact doesn't seem to 
bother Ocean. Darkman is now out on video (cert 

15) from CIC. Ocean expects it to be a bit of a 

cult on the small-screen - and possibly on 

computer and console as well. 
Raimi describes Darkman as a “high-tech, 

action-packed Phantom of the Opera”. The idea 

of the game, naturally enough, is to play through 

the events of the film. 
Doctor Peyton Westlake, played by towering 

Irish actor Liam Neeson in the movie, is a brilliant 

SCORE nnnnnnnn 
power isssc:::::: 

Jonathan Dunn is proud of the fact that the NES version of 

Darkman (shown here) also includes sampled sound. 

Something you don't hear very often on this under-powered 

deck. 

Incorporated into Darkman is a Double Dragon section. 

Fans of the genre will be pleased. 

scientist working on a new synthetic skin ideal 

for burns sufferers. Taking old photographs of 

burns victims, he's able to mould a mask using a 

computer to recreate their faces. Unfortunately, 

the skin is photosensitive and cannot last longer 

than 99 minutes in light. An evil gang lead by 

Durant then breaks into Westlake’s lab looking 

for an important document. They kill his assistant 

and, attempting to leave no witness, they blow 

up the lab and Westlake with it. Horribly burnt, he 

receives surgical treatment making him unable 

to feel any pain. The side effects include violent 

mood swings - adrenalin flows through his body 

unchecked giving him great strength. Westlake 

escapes from the hospital, becomes the 

Darkman, and seeks his revenge. 
With some design input from Ocean Software 

Director Gary Bracey, the Amiga and ST versions 

of Darkman have been handled by Mick West 

(programmer) and James Clarke (graphic artist). 

West previously wrote the 16-bit versions of 

Rotox (US Gold), Steve Davies Snooker (CDS) 

and UN Squadron (US Gold) - while Clarke has 

provided the visuals in Strider, Indiana Jones and 

the Last Crusade, World Cup ‘90 and UN 
Squadron for US Gold. Jonathan Dunn, Ocean’s 

resident artist of the audio, is composing the 

music and sound FX. 
Darkman is in the familiar Ocean movie-licensed 

mould. A little bit of beat’em-up coupled with the 

ubiquitous platform section and a 3D section for 

added spice. “The basic idea of the game was to 

replicate the action of the film as closely as 

possible,” offers West. 
Players take the role of Westlake, alias the 

Darkman, and begin snapping photographs of 

Durant's henchmen as they briefly appear at a 

series of windows. So we’re talking Ocean 

‘Shooting Gallery’ yet again. If some good pics 

are taken, they’ll have enough data to make a 

mask and disguise themselves. This translates 

into a few hassle-free seconds on the next stage, 

which bares an uncanny resemblance to the 

Double Dragon martial arts arcade game. 

Players then enter, surprise, a warehouse. “This 

is the standard platform section that you get in 

all Ocean movie conversions,” West confirms. I 

After these platform perils, the player runs are 

jumps across rooftops while being chased by a 

helicopter. “This is quite a nice little level,” 

according to West. He says this section is a II f 

bit like Super Mario Bros. Although the style is 

similar, the smoothness is a bit lacking. This is f 

followed by the ‘3D bif where Darkman grabs 

onto a rope hanging from the helicopter. Player! j 
have to dodge traffic on the road and avoid 

being shot. Finally, players are thrown into a 

showdown with the big boss at the top of a 

building. Didn’t we see this in Robocop 2? 
West and Clarke developed Darkman over the! 

course of five months on the PC-based PDS 

development system. They used the script and| 

stills from the film as a source of reference. 1 

Interestingly, Ocean couldn’t actually use the I 

faces of the actors in the game. The sprite 

expansion part in the 3D section has caused tin 

most headaches as far as coding is concerned. 
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Remember Hot 

Wheels from 

Mattel? Now we 

know what the 

guys at Red Rat 

and Ocean used 

to play when they 

(above) Collect some musical 

notes in the correct order 

and you'll get a rendition of 

a 'classic' tune in Wizkid. Well, here is an odd idea for a 

game - and a blast from the 

past. The idea? A football game 

where the players are cars. The past? 

Red Rat Software. 

This Manchester-based developer 

started out in 1985 producing games 

for the old Atari 8-bit computer. The 

first Red Rat title was, in fact, an art 

package called Technicolour Dream. 

Eventually, Red Rat produced about 

25 games for this veteran computer 

before turning its attention to more 

mainstream micros. The Rat-pack had 

more success with the Amiga and ST 

versions of Lombard RAC Rally 

(Mandarin) and International Soccer 

Challenge (Microprose). 

The concept behind Wild Wheels 

dates back to some old news-reel 

footage of maniacal American GIs 

playing football with jeeps. In the 

game, players control teams of five 

cars in a race to bounce the ball into 

the opponents goal. These 

automobiles are a futuristic cross 

between stock-cars and those pursuit 

vehicles driven in the Mad Max 

movies. "We've come up with some 

fantasy vehicles if you like," says a 

spokesman for Red Rat. "They've got 

elements of science-fiction." 

The first car players drive is a 

fairly simple combustion-engined 

vehicle called the Shrimp. As 

competitions are won they can 

upgrade to bigger, better and faster 

vehicles. They'll even end-up driving 

monster cars which can shoot or eat 

lesser opponents. 

Wild Wheels, a strange soccer- 

inspired game, is played over a head- 

on 3D view of the pitch with players 

able to rotate their cars in the 

desired direction. Owners of tracked- 

vehicles have the advantage of being 

able to perform very tight turns. 

"They can practically spin on a six¬ 

pence," the spokesman says. Of 

course, all these cars aren't a million 

miles away from those tiny toys 

made by Mattel. Red Rat is now 

hoping to do Wild Wheels 2 where 

players can buy extra bits and bobs 

for their cars. 

crazy odd-ball release. Just the sort 

of thing Ocean needs in the face of 

yet another Robocop game and the 

appalling Darkman. Take a look at 

these screenshots for confirmation 

of this not-so Sensible Software. The 

full ACE review will appear next 

month. 

The games development talents of 

Chris Yates and Jon Hare, better 

known as Sensible Software, will 

soon be on display again in the 

sequel to what many believe was 

their best ever effort. Wizball was a 

surreal shoot'em-up with rain drops 

and a great two-player team-up 

option. So what are the duo planning 

for Wizkid, so-called son of WizbaM 

A "block'em-up" seems to be their 

answer, a sort of cross between 

Arkanoid and an all-action blaster 

with a bit of a flight-sim and paint- 

package thrown in for good 

measure. In other words, another 

From the makers of Wizball, Microprose 

Soccer and the Shoot-'Em-Up 

Construction kit comes Wizkid. 

Does West think he's a good programmer? “I 

write efficient code which doesn’t crash. I 

wouldn't say my games designing skill is up 

there though." West reckons his greatest 

achievement has been a Mono Emulator PD 

utility for the Atari ST. And did he like the 

Darkman film? “It's a low budget movie and it 

shows. Some of the acting is a bit dodgy. It's a 

fun movie. It’ll do well on video.” 

Take any Ocean movie licensed game of the 

past three years and it won’t be hard to make 

striking comparisons between them. The 

defacto warehouse/platform scene, shooting 

gallery and beat'em-up section are all starting to 

wear a little bit thin. Perhaps Ocean should 

spend more time on development? Batman on 

the Amiga, for instance, was written in less than 

eight weeks. In many ways we encourage 

Ocean's lack-lustre attempts at more 

sophisticated software. After all, the Manchester 

powerhouse has been voted Software House of 

the Year more times than I can remember. Lack 

of originality doesn't really matter when you're 

assured a top five hit in the charts - or does it? 

Consumers want to try something new 

occasionally. Ocean are certainly not the only 

offenders, but as arguably the top softco in the 

country, they have a responsibility to lead by 

example, and break this slightly over-familiar 
mould. 
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SRI Jonathan Dunn has been creating computer 

game music and sound-effects for the past , 

five years. This 22-year-old effectively took I 

over from Martin Galway as Ocean's main 

If The ideas for Elf just sort of came 
together/’ says Paul Oglesby of Nirvana 

Systems, “It’s quite hard to say how the game 

actually developed. We just thought of the Elf 

character and the rest filled around that.” 

Oglesby is in charge of the graphics and 

Damian Slee, his mate from University, is 

programming Elf. This is the first computer 

game they’ve worked on and, amazingly, Slee’s 

first attempt at machine code programming. 

Even considering these potential stumbling 

blocks, the team think they’ve spent far too long 

on the project. They began the Elf back in 

February last year. “We weren’t really influenced 

by any other games, though we did used to play 

a lot of platform games on the BBC micro.” 

A lively arcade adventure, Elf is split into six 

levels. Each of these span over 100 screens and 

is filled with different backdrops and creatures. 

First comes the Forest with trees and hills in the 

background. Next you’re outside the ruins of an 

old castle complete with crumbling walkways 

and underground passages. Here men-at-arms 

give you grief with spears, shields, cannon and 

flamethrowers. Progress across the lake using 

stilts and a series of platforms while dodging 

flying fish and a few other things. Run away from 

swamp people and slime beasts. Venture into 

the caves filled with dwarves mining precious 

crystals. Don’t forget you’ve got to rescue your 

girlfriend from the evil gang. 
Elf is very puzzle-orientated, although there's a 

lot of shooting and jumping involved. These 

puzzles stem from Oglesby and Slee sitting 

down together and hatching silly ideas. 

Characters in Elf are all intended to be 

humorous. The things they want are silly, like 

the old lady who is after a pair of false-teeth. 

“The whole thing joins together as one big 

joke,” confides Oglesby. You must interact with 

and talk to these crazy creatures. Along the 

way you bump into a series of shops where you 

can swap the junk collected on your travels for 

more useful spells. 
The gorgeous graphics seen in the game 

would sit very comfortably on a Japanese 

console. Does Oglesby think Elf will appear on 

the Megadrive? “That's up to Ocean,” he 

confirms. The boys next project will probably be 

a space game, they’re not saying too much 

about it at this stage. 

Cornelius the Elf in on a quest to save his girlfriend 

from an evil gang. 

musician. As a teenager he tinkered with his 

C64 in the dead silence of night, just like most 

boys do at that age. Dunn has worked on 30-40 

games over a multitude of formats - from 

Spectrum and Amiga, PC to Gameboy. He 

recently added consoles to the extensive list of 

machines supported. Dunn is looking forward 

to getting his first assignment on the Nintendo 

Super Famicom which he thinks has got the bes 

audio spec of any machine on the market 

thanks to eight-channel sound and built-in echo 

effects. "Creating good quality audio on the ST 

is a real bitch," says Dunn. "It would be nice if 

more Roland sound modules were used by ST 

gameplayers. I just use samples on the Amiga.' 

These Amiga sounds are created using the 

Futuresound sampler hardware and Audio 

Master II editing software. Dunn has developed 

his own music and sound-effect routines for 

each computer and console. It can take anythinc 

from two hours to two weeks to produce a 

single tune. Sometimes he hits the Korg 

keyboard to work out a tune but finds it hard to 

pinpoint his musical influences. "I'll listen to 

anything really, from Depeche Mode to Def 

Leppard." Even so, Dunn seems to have an 

affection for soul-funk and is currently kicking 

around a few ideas with a friend after work. 

"I'm not into the Manchester-scene of Happy 

Mondays and Stone Roses. I keep away from all 

that." This is a great shame, it would have been 

nice to have an indie-dance track on the next 

Ocean game. 

It comes as kind of a shock that Dunn dislike 

doing the sound FX in games, surely this is the 

most important aspect of his job. "It's hard 

synthesising the effects when you can't sample 

them. You've heard these effects 20 times 

before. I normally use sound FX records and 

tapes." 

Every so often Dunn leaves the sanctuary of 

his music studio to do wacky things, like the 

time he ran off with his girlfriend to get 

married in Las Vegas. 
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GOLDEN SHOT • • • • 
Rescue a President, pilot a top jet and save the World 

from aliens in US GOLD'S forthcoming releases 

m 

M 

MERCS 
US Gold have had a long line of successes 

with their CapCom arcade machine 
conversions, including Ghouls V Ghosts, Strider 

and Black Tiger, and Mercs looks set to be the 

finest conversion yet. 
The former President of the United States, 

while on a peace mission in central Africa, has 

been kidnapped by Zutula rebels. Due to the pos¬ 

sible diplomatic repercussions, the US 
Government can’t mount a rescue mission with 

its own troops, and is forced to hire an elite band 

of mercenaries to do its dirty work. Okay, so the 

story’s not going to win the Booker Prize, but as 

an excuse for a non-stop frenzy of violence it 

works perfectly. 

(Middle Above) 

...With one player driving, crushing all opposition, and the 

other mopping up stragglers, it's easy to make progress. 

What a pity the tank only works for a limited time. 

The rescue mission is split into eight stages, 

each entailing a nightmare trek through crowds 

of heavily-armed rebels, past lumbering tanks 

and around machine-gun nests to a face-off with 

a giant end-of-level piece of hardware. Along the 

way extra weapons, power-ups and energy refills 

can be collected by shooting open packing 

crates found along the way. 
Congratulations are due to Tiertex, who have 

done an excellent job of reproducing the pace 

and excitement of the arcade coin-op on the 

ever-so-’umble Amiga. Mercs, due soon, should 

easily satisfy the blood-lust of even the most vio¬ 

lent shoot-’em-up fan. 
• David Upchurch 

Sgleais letails 

AMIGA £25.99 June 

ATARI ST £25.99 June 

(Far Left) 

Now you're cook 

ing! The flame 

thrower turns the 

enemy into flame- 

grilled corpses. 

But hang on, 

there's an empty 

tank... 

(Left) 

Avoid the roaring 

jets of flames 

from this super 

amoured car - one 

(Above Left) 
The final level - and what a challenge! The rebels are flying 

the ex-Pres out of the warzone in this Hercules transport. 

You've got to run alongside the taxiing 'plane, avoiding 

enemy fire while pumping the fuselage full of lead. 

(Above Centre) 

One of Mercs more-appealing features is the way you can 

blast away great chunks of the landscape. Pump a few shots 

into this watch tower and watch it spectacularly explode, 

leaving behind the charred stumps of the support! 

(Above) 
The multi-directionally scrolling backdrops are very 

impressive. Full of colour, detail and variety, they're a joy 

to behold. What a shame you've got to blow it all up! 

(Right) 
Mercs has some neat variations on the basic formula. On 

this stage you're placed on a railway truck that slowly 

rolls up-screen, taking you past a giant loco. As you slow¬ 

ly trundle past, you've got to blast away the lethal shell- 

and rocket-lobbing emplacements. 
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HUEH SINN 
Due for a September release is 

Alien Storm, which is being 

converted from the Sega coin-op by 

Tiertex. Set in the near future, the 

Earth has been invaded by hideous 

aliens. Taking on the role of either a 

hunky man, amazonian woman or a 

Terminator-like 'droid, the player 

has to make his or her way through 

legions of aliens to a final 

confrontation with the Alien Brain 

aboard its huge mothership. 

Alien Storm constantly keeps you on 

your toes by chopping and changing 

between three distinct gameplay 

styles as you progress through its 

many levels. You'll get to play a hor¬ 

izontal walk-and-shoot-'em-up (a 

(Left) 

"Greetings, alien visitors, 

and welcome to Earth," hails 

the human (who's still carry¬ 

ing a gun just in case). 

"Blurgle off, Terran!" retorts 

the little green monster. 

(Below) 

"Take that, you foul- 

mouthed little zeeb!" cries 

the brave defender of 

freedom, letting rip with a 

blast from his gun. 

little like Golden Axe with aliens and 

short-range weapons); an Operation 

Wolf style shoot-out between you 

and wave after wave of leaping, 

screaming weirdos; and a rapidly- 

scrolling run through an obstacle 

course of walls, holes and yet more 

monsters. 

These exclusive Amiga screenshots 

show the sort of antics you can 

expect on the first level. While it's 

very early days yet, Tiertex seem to 

be doing an excellent job. The aliens 

are fast-moving, well-animated and 

very ugly, and the scrolling 

backgrounds look great. If Tiertex do 

as good a job on Alien Storm as 

they've done on Meres, then we're in 

for a treat. 

• David Upchurch 

i JEIFIGHIERII 
Hot from the States, and just before the ACE 

deadline, comes Jetfighter II: Advanced 
Tactical Fighter. When released in America the 

US games magazine went wild, with PC Magazine 

hailing it as “the best flight simulator on a desk¬ 

top computer, period!” 

Anyone who has played F/A-18 Interceptor (still 

one of the best Amiga flight sims after all these 

years) will get a definite feeling of deja vu when 

they take Jetfighter II for a spin. The control 

system is almost identical, prior to take-off 

there's the same exhilirating aerial camera zoom- 

in on the cockpit and the 'planes have the same 

resilience to stalling that bad pilots love! This, on 

glancing at the game credits, is not surprising 

because the designer of both sims is Bob 

Dinnerman, who also wrote the Bally coin-op 

Discs of Tron (remember that?). 

On booting up the first thing that impresses 

i bout Jetfighter II is the sheer number of 

missions - there’s well over 100 to 

tackle (there’s even one called 

Mission Saddam!), all with the 

accent on fast action. There are 

several jets to try out, including the 

F/A-18 Hornet, F-16 Falcon, F-14 

Tomcat and even the new F- 

23 Advanced Tactical 

Fighter, and each can be 

loaded up with a huge 

range of the latest 

combat weaponry 

Having read the mission 

briefing and checked out the 

enemy positions on the map, 

tapping RETURN will take 

you on a vertiginous 

flight down to where 

your 'plane is waiting 

and straight into 

the cockpit. 

(some of which is still Top Secret). 

In flight the ‘planes are pretty easy to handle, 
and forgiving of pilot error, though combat 

certainly isn’t - the enemy pilot’s are cunning and 

vicious. The 3D is stunningly beautiful: even on 

an under-powered 8MHz PC the speed and fluidi¬ 

ty of the detailed images is very impressive. The 

‘plane can be viewed out-of-cockpit from any 

angle, with the camera smoothly panning 

between the various viewing angles.. 

Due to the proximity of the deadline, I haven’t 

spent enough time on the game to give it a true 

Preplay, but my initial impressions are that those 

highly-praising US gamers may well be right. The 

full review will appear next month. 

• David Upchurch 

Jetfighter II features 

some beautifully-ren¬ 

dered 3D. Here's your 

Tomcat heading off 

into the sunset - gor¬ 

geous! 

Just like FIA-18, the 

game world's 

centred around the 

San Francisco bay 

area, so you can 

relive those happy 

memories of buzzing 

the Golden Gate 

Bridge. 

Release Details 

AMIGA TBA TBA 

IBM PC £35.99 June 
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TWo FOR THe 
PRiCE Of 

In May youfll find an issue of The 
One 100% dedicated to the Amiga 

computer. All thatfs best in Amiga 

gaming will be inside. And on the 

outside you'll find not one but 

TWO disks!! 

The disks are packed with Amiga game 

demos and also a complete game- US 

Gold’s top-rated hit E. Motion. 

Assembly Line team and 

won every top magazine rating going 

on its release last year. The One itself 

commented: "A work of genius” and 

awarded it 92%.Other mags were less 

stinting in their praise. ■ Last year it cost £24.99. 

Now it can be yours in full, 

along with the best Amiga 

magazine in the business, for just 

£2.95. 

Streetdate is April 26th - don't 
be the only one to miss out... 
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COMPUTES 

BRUSSELS Spl<^P 
IN THIS ONE> d* 

IPSE YOUR PLAYI 

AMIGA 

ATARI ST 

OUT NOW 

OUT NOW 

The six sub-games, though limited and a bit samey, are 

good fun for a while, as is the race. But eventually you'll 

get tired of it, and the game doesn't have enough depth 

make you persevere. 

7 a *8 a 
gi,qi 

i 
a 

The graphics are fine, being a fair representation of 

their comic counterparts, and they're well-animated 

too. The jolly jingles suit the game's nature, but it's a 

shame that the sound effects are not more bawdily 

appropriate. Overall, Viz is adequate: it's not going 

to set your world alight but it's fun - though very 

tough - while it lasts. 

PLACE YOUR BETS... 

How do you convert a top-selling ‘adult’ (I use 

the term loosely) comic into a computer 

game? Particularly one featuring bizarre 

characters such as Finbarr Saunders (and his 

double entendres), Sid the Sexist, Mrs Brady the 

Old Lady, Aldridge Prior (the hopeless liar) and 

Rodney Rix (he throws bricks)? 

Simple. You turn it into a five-level race 

between Johnny Fartpants (with his amazing flat¬ 

ulence force), Buster Gonad (who has unfeasibly 

large testicles) and Biffa Bacon (the pathological¬ 
ly violent Geordie). 

The player selects one of the characters to 

control, who must then be guided through five 

horizontally-scrolling race courses, set in the 

Country, Town, Building Site, Beach and Disco. 

Each course is packed with obstacles and manic 

non-participating Viz characters to avoid. Any col¬ 

lisions cost your dazed character valuable 
seconds. 

Each character has special powers which can 

be called into play during the race by tapping or 

holding down fire. Unfortunately each use of spe¬ 

cial power costs one token, earned in brief sub¬ 

games before each race (see the Place your 

bets...’ box for more details). 

Come second or third, or collide more than 

three times then the game's over. 

Software developers Probe have done a good 

job of capturing the expressions of the Viz 
characters, and the humour of the comic does 

come through at times via the speech bubbles 

from the various characters (though it’s amazing 

how jokes that make you laugh on the printed 
page often die on the TV screen). 

Unfortunately the biggest problem with Viz is 

that, although very playable, it’s too simplistic 

and lacks variety. The six sub-games are all 

joystick-waggling variants, and it won’t be long 

before you’ve seen them all and become 

completely proficient in them. The races 

themselves are fun for a while, and there’s a cer¬ 

tain urge to play on to see the new courses and 

characters, but they’re very tough, sometimes 

frustratingly so. If you’re a big fan of the comic 

then you’ll get some fun star spotting, but those 

looking for a classic game are likely to be disap¬ 
pointed. 

Not bad, eh? A complete review of the Viz 

game and not one double entendre. I wonder if I 
can keep it up. 

•David Upchurch 

ACE's at-a-glance guide to the 

three competitors. 

JOHNNY FARTPANTS SUB-GAMES □ Using his unique anal talents (and 
your joystick-waggling skills), 

Johnny has to inflate as many 
balloons as possible in a strict time 
limit. And what do balloons make? 
Tokens! □ Pump it up! Waggling the joystick 

causes Johnny to bottom-blast 
himself into the sky. The higher he 
gets, the more tokens he wins. 

SPECIAL POWERS 

• Tapping fire causes Johnny to emit 

HON** 

SPECIAL POWERS 

• Tapping fire lets Buster mount his 
pliable plums and bounce over any 
small obstacles. 

• Holding down fire for a second then 
tapping it whips out Buster's special 
plum-carrying wheelbarrow, allowing 
him to make a speedy spurt for the 
lead. 

BIFFA BACON SUB-GAMES □ Waggle the joystick to make Biffa 
drink against the clock. The more 

pints Biffa downs, the more tokens he 
earns. □ Token-bearing bricks rain down 

on Biffa, who can try to head¬ 
butt, punch or kick them away with a 

BUSTER GONAD SUB-GAMES □ Plum pancake time! Against the 
clock Buster has to flatten as 

many doughballs as possible with his 
oversized organs. Again, more 
joystick waggling is needed. □ Win tokens by waggling the 

joystick to bounce Buster 
skywards using his titanic testicles. A 
painful test of endurance! 

well-timed joystick movement. 

SPECIAL POWERS 

• Tapping fire makes Biffa bash 
anyone or anything unfortunate to 
get in his way. 

• Holding down fire for a second then 
tapping it convinces Biffa that 
SOMEONE HAS SPILT HIS PINT, 
whereupon he goes into an 
unstoppable fighting frenzy. 

folks 

**.*/■ 

Oooh dear! I don't fancy yours much. 
It's VIRGIN'S VIZ game 

a mini-guff that'll blow him safely 
over smaller track obstacles. 

• Holding down fire for a second then 
tapping it builds up a Johnny special - 
the mega-chuff - that'll blast him 
down the track, shaving valuable sec¬ 
onds off his time. 

ATARI ST 

Graphically identical to the Amiga version, save for 

two strips down the side of the scrolling game area 

illustrating various Viz stars, and the warbling ST 

tunes are great. Viz is a tough challenge but too 

shallow to repay endurance. 

RELEASE DETAILS 
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Entertaining, colourful and complex military sim with enough ani¬ 

mated action to keep you enthralled. 

AMIGA £29.99 OUT NOW 

ATARI ST £29.99 OUT NOW 

IBM PC £29.99 OUT NOW 

It’s difficult to combine strategy and tactics 

with colourful graphics and animation; either 

historical authenticity or excitement seems to fall 

by the wayside. In the case of Cohort, though, 

the combination comes off fairly well. History 

buffs will find enough to satisfy them, while 

arcade addicts will be able to keep their eyes 
open for a change. 

The success of the Roman civilisation was 

based on their military prowess as much as the 

sophistication of their laws and government; in 

other words, smash the barbarians first then 

build them an aquaduct. Cohort puts you in 

charge of one of these civilising influences. 

Like Impressions' last hit, Rorke’s Drift, the 

game has a fairly limited scope but gives you 

plenty of control over your strategy and tactics; 

you fight a small battle rather than an extended 

campaign. Each of the dozen scenarios has a 

definite objective - take that bridge, hold that hill 

- but you can also define your own scenarios. 

The game is entirely mouse controlled; you 

control the Blue army, your opponent the Red, 

with each unmounted figure on the screen repre¬ 

senting 100 men and each horseman 50. You 

can choose one of eight pre-defined armies, or 
define your own. 

There are seven different troop types; light, 

medium and heavy cavalry, archers, light, 

medium and heavy infantry. You also have a 

choice of four terrains; open field, bridge, cliff 

and hill. An overview display shows the whole of 

the landscape with troop positions. 

The screen display features a number of icons 

at the bottom, which access different 

information displays and control options such as 

game save; the main window showing the battle¬ 

field; and control windows which pop up in the 

middle of the screen. 

You can issue movement orders to individual 

figures or groups by clicking on the appropriate 

icon in the command window; to move a short 

distance, select a group, return to the main 

Strap on your armour and get ready to smash 
the barbarians in IMPRESSIONS' 

colourful Roman romp 

display and place a cross on the point you want 

to move to. For long moves, use the directional f 

arrows to select the direction of movement. You r 

can then scroll around the battlefield, watching [ 

your forces move into battle, and monitor their [ 

progress by clicking on the icons for attack 

strength, defence strength, missile power, 

morale and numbers in the command window. ; 

A number of different battle formations can be [ 

selected, but you don’t have the option to go for | 

exotic manoeuvres like the shield-backed Turtle, | 

more’s the pity. Once you have selected a target 

for missiles, firing is automated. 

One of the best features of the game is the 

realistic background soundtrack of thundering [ 

hooves, clashing swords and the screams of 

dying men. When two units clash, combat contin¬ 

ues until one retreats, is wiped out, or loses its [ 

morale and is routed. A statistics display gives 

you the totals for alive, dead and routed for each i 

army, and a “Fast-Forward-Battle” mode allows j 

you to move quickly through the battle. 

With lack of efficient communication between j 

forces, this form of warfare presents 

extraordinary challenges. Cohort manages to 

present all these challenges in a colourful, enter-j 
taining and fast-moving form. It’s a killer! 

• Chris Jenkins 
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Das Boots presentation is competent but lacks gloss - the appear¬ 

ance of the standard Workbench disc requester when the second 

disc needs inserting is symptomatic of this. The ability to practice 

eight of the more exciting submarine activities makes the game 

instantly accessible, but the limited number of missions (some of 

which can be completed quite easily) casts doubt on the game's 

lifespan. 

The 3D is certainly not going to give Realtime or 

Argonaut sleepless nights, but it's adequate for the 

job in hand - even if the enemy 'planes do look like 

balsa wood toy gliders on the 'low detail' setting! 

The screen also 'glitches' annoyingly at times. The 

churning engine noise and ack-ack explosions are 

impressive, and those Amiga's endowed with one 

megabyte get even more sound effects, the most 

notable being the realistic whine of passing 'planes 

Deep below the waves the submarine crew 

wait, not daring to move a muscle for fear 

of alerting the enemy ships passing high above. 

One submariner slowly raises his hand to wipe a 

bead of sweat from his eye, clumsily knocking a 

spanner to the floor. The metallic 

clang rings around the vessel like a 

bell. There’s a moment of heart-stop- 

ping tension. Has the enemy heard? 

Seconds pass, then minutes. The 

enemy ships move on. The crew - for now - 

are safe. 

Tense stuff - anyone who watches those 

‘40s war films BBC 1 always shows on dull 

Sunday afternoons will know the scene. Can 

Das Boot generate a similar atmosphere of 

nervy claustrophobia? 

Initial impressions are mixed. The manual 

is interesting and filled with some fascinating 

facts about U-boats and their crews. The in-game 

presentation, however, can really only be 

described as adequate. Although the main menu 

has an attractive drawing of a U-boat under 

attack as a backdrop, the rest are very drab, 

largely being point-and-click lists on a plain grey 

background. 

The number of variables that can be altered is 

impressively large. The player can choose to 

control one of three U-boat classes, and define 

how realistic (and hence tougher) the game is by 

adjusting how reliable the torpedoes are, how 

quickly repairs are made and whether equipment 

developed post-1941 (when the game is set) can 

be installed. 

Before beginning the missions prop¬ 

er, there’s an option to get in some 

Baltic training, where you can 

practice skills such as shooting down 

enemy ‘planes with the deck anti¬ 

aircraft gun, navigating through a 

minefield, avoiding depth charges and 

torpedoing enemy vessels. This is a 

nice feature, as it allows the first 

-time player to get straight into 
some action. 

There are only five missions on offer, each set 

in exotic locations ranging from the chill Arctic to 

the warm waters of the Mediterranean. The 

missions are generally seek-and-destroy based, 

and their difficulty veers erratically between very 

easy to very difficult. One mission, which simply 

involved sailing from one side of the map to the 

other while shooting down wave after wave of 

enemy aircraft, was completed on my first go. 

Another mission involved hunting down three 

enemy ships; after a long hunt I was blown out of 

the water within seconds of encountering the 
first ship. 

While Das Boot is enjoyable enough, what it 

lacks is any real feeling of tension or 

atmosphere. Apart from the occasional 

disembodied status message from your First 

Officer, there’s no indication that anyone's on¬ 

board apart from yourself, and any sense of 

being responsible for the lives and safety of fifty- 

odd sweaty, grimy bodies trapped in a leaky tin 

can is sadly lacking. 

Though dedicated sim fans may find Das Boot 
lacking in detail and be repelled some of the 

more ‘arcade'-like aspects, as a playable 

introduction to the world of simulation software 

it’s ideal. 

(Above) The 

submarine's main con¬ 

trol room. By clicking 

on the rows of icons at 

the base of the screen 

you can quickly switch 

between the 

submarine's various 

stations. You can send 

and receive messages 

(some of which may 

need to be decoded) in 

the radio room, load up 

torpedoes in the 

(appropriately-named) 

torpedo room, check on 

the ship's performance 

and damage status in 

the engine room, plot a 

course in the map room 

and man the ship's can¬ 

non and anti-aircraft 

gun. 

Your submarine is 

under attack from 

two enemy craft. 

The subtle palette 

used for the 

underwater scenes 

provides a pleasing¬ 

ly murky-looking 

environment. 

Will 
MINDSCAPE's 
U-boat sim 
give you that 
sinking 
feeling? 

(Below) Manning the anti-aircraft 

guns - one of Das Boot's more 

arcade-like aspects. The guns can 

be rotated, elevated and fired 

using the mouse. The 3D world has 

high and low detail settings, with a 

corresponding change in game 

speed. 

(Bottom) Navigating a surface 

minefield from the conning tower 

isn't as easy as it looks. The trick is 

to slowly edge forward, taking care 

not to sweep into mines when 

turning the sub. 

(Right) 

Negotiating an 

underwater 

minefield. The 

ability to steer 

while watching 

the proceedings 

from an 'out-of¬ 

sub' camera 

makes life much 

easier. On the 

game's most 

realistic setting 

the external 

cameras are dis¬ 

abled and you've 

got to navigate 

using 

instruments 

alone. 

• David Upchurch 
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TYPE 
It's here! IREM's ultimate shoot-em-up of all time 
blasts onto the Gameboy 

Eyes around the office go ail misty when R- 
Type is mentioned. The nostalgia level asso¬ 

ciated to this particular alien-death test is 

stronger than most. Inevitably, the monochrome 

Gameboy version has its work cut out if it is to 

be considered a decent conversion of a game 

best known for its fantastic colour graphics. 

But addicts will be pleased to learn that the 

mini-screen version of their fave blast is every 

bit as frenetic, frustrating and fun. 

Your aim is to halt the advance of a renegade 

alien army, which is rampaging through space 

destroying everything in its path. Many methods 

have been tried, but the might of the aliens' 

arsenal has repelled all head-on attacks, not 

least because the intricate interiors to many of 

the generation-craft are so complex, a large 

ship simply can't negotiate its way around 

inside. 

(Right) 

All your R-Type 

favourites are faithfully 

reproduced on this 

Gameboy mini-marvel - 

even the Giger-inspired 

title page graphics. 

(Far right) 

You'll need to build up 

the beam weapon to 

full power to see off 

this big nasty. 

Instant grab-factor which lasts right through to the end. The 

toughness of some aliens and the satisfying gameplay will keep 

you coming back until you've cracked it and even then you’ll 

return to try and better your score. 

5a 
U i< 

Plenty of action, plenty of blasting, plenty of fun... in the short 

term. The slight exploration element is an interesting plus over f 

Type, but Burai can't compete in the longevity stakes. 

GAMEBOY 

This title is just a little too easy to master. I'm afraid 

Burai Fighter Deluxe comes a poor second in the 

great Gameboy gunfight this month. Still, it's worth 

considering if R-Type is out of stock at the time. 

You'll have to turn down the irritating audio, 

though. 

RELEASE DETAILS 

□ 

SI 
13 ED 

3 

Instead, your mission is to pilot a lone fighter 

craft through the massed ranks of fighters and 

freighters, destroying the infrastructure of the 

enemy forces as you go. 

Initially, your ship is equipped with a pulse-laser 

which can either be rapid-fired by jabbing the fire 

button or built into a huge ball of anti-matter by 

holding down and then releasing the button. 

However, by blasting particular types of alien - 

easily recognisable after a while - you can collect 

side-lasers, diagonal lasers, rockets and the 

most vital power-up of all, a little pod which sits 

on the front of your ship. 

The pod shields you from some forms of harm 

and is itself impervious to attack. In certain 

circumstances, when flying up a blind alley or 

facing an especially well-protected end-of-level 

monster, it's advantageous to fire off the pod 

and then guide it deep into the heart of the 

hostile zone. By making contact with the 'soft' 

part of the target, the pod inflicts an equivalent 

amount of damage as a constant laser beam, 

and also leaves you free to concentrate on the 

mechanics of flying. 

Graphically, R-Type is top-notch. It should serve 

to remind critics of the Gameboy's visual capabil¬ 

ities that it's right up there with the best. 

• Jim Douglas 

BURAI 
FIGHTER DELUXE 

What the Gameboy lacks in kaleidoscopic colour it 

more than makes up for in definition and speed. 

Although it may seem like a minor point, it should 

be noted that the left thumb suffers an astonishing 

blister-inducing hammering during play. 

Not too 
TAXAN, man 

For thousands of years, the Burai have had 

but one objective... the conquest of the uni¬ 

verse. Not only have they created huge armies 

of robo-mutants they've also signed up Max 

Boyce amd Mike Harding and Barbara Dickson 

for a interstellar tour. Your mission, understand¬ 

ably enough, is to stop this misery. So strap 

your proton pack on, charge up your laser 

cannon and get ready to blast some Burai. 

Burai Fighter Deluxe is split into five different 

stages, each filled with scabby starfighters and 

Burai end-of-level boss sprites with tabby names 

such as Giganticrab, Jawsipede and Fangskull. If 

you hadn't guessed by now, this baby is yet 

another scrolling shoot'me-up. You start the 

game with a simple gun which can be upgraded 

to meaty missiles and rip-roaring rings. 

The screen can scroll in all directions so it's 

quite easy to miss a pick-up, bonus or escape 

route. Sometimes the direction of the scroll 

changes to trap you on a ledge. Your journey is 

the same every time you play, so it’s just a 

question of remembering to be at the right 

place at the right time. Most of the fun comes 

from exploring the little alcoves which can yield 

extra goodies. The aliens are pretty easy to 

destroy, you'll have more difficulty fiddling 

around with your direction of fire than handling 

this laser-canon fodder. 

The backdrop graphics and boss sprites are 

fine, but the small size of the sprites is 

disappointing. A little more effort should have 

gone into creating the music and sound-effects 

too. Those broken dishwasher bleeps and pings 

just don't cut it. Were the wrong notes intention¬ 

al? Have I missed a new Japanese audio craze? 

I think not. 

•Rik Haynes 

Special thanks to Shekana Consoles 

(081 340 8565) 

tor supplying this cart. 
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MEGADRIVE OUT NOW 

Fleets of alien craft 

mass before your 

eyes and begin to 

blast (left). The 

cityscape hurtles past 

as you do battle over¬ 

head. (inset). 

KANEKO take to the skies 

in yet another Megadrive 

shoot-'em-up 

Can Megadrive owners bear yet another shoot- 

’em-up? Kaneko obviously think so. Aero- 
Blasters is yet another in the long line of 

turn-the-handle-and-crank-'em-out horizontally¬ 

scrolling firefights. Anyone who’s played a 

modern blaster will know the score: fight your 

way through a seemingly endless supply of alien 

scum, picking up power-ups and bolt-ons along 

the way, to a final confrontation with a massive 

guardian. 

To be fair, Aero-Blasters does have a few 

features which, if not completely novel, at least 

add spice to a somewhat-stale brew. For a start 

there’s the option for two players to 

simultaneously take on the alien might. 

Then, on some levels, there are areas where 

the caverns narrow to ridiculously-thin tunnels. If 

that were not enough, the scrolling increases to 

hyper-fast speeds. Somehow you’ve got to try 

and avoid smashing into the walls. Believe me, 

it'll leave your joypad drenched in sweat! 

The power-ups are impressive yet familiar, 

though the way that they're obtained is a little 

Swirling bomblets 

fall from the sky 

(above). Doing bat¬ 

tle with the 

enormous end-of- 

level guardian is not 

to be taken lightly 

(left). 

unusual. A supply ‘droid is periodically 

despatched from home base to help you out. I 

Shooting it a couple of times causes a stream \ 

of power-ups to be jettisoned into the air. You 

then have a few seconds to try and pick the 

Aero-Blasters certainly gets the adrenaline pumping, with its 

vicious onslaught of enemy ships and wide range of impressively 

powerful bolt-ons, but the ability to tinker with the game's 

leniency via the 'Option' screen means that even the poorest play 

er should be able to complete the measly six levels in under a 

week. 

ACE RATING 

785 

L | 
ft 

Technically Aero-Blasters is superb: super-fast multi¬ 

layer parallax scrolling, hordes of giant alien sprites, 

swarms of missiles and pounding bangs and booms. 

The graphic design is a little uninspired and uninspir 

ing, but what the Hell? This is a decent-enough 

blaster; just don't expect to be playing it in a couple 

of weeks time. 
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It's the contrast in Aero that makes you go "Oh!" Narrowing 

passages scream past at highest speed testing your flying 

skills at the limit (Top), while an alien-intensive wave (above) 

is more of a test of your trigger finger. End of level guardians 

are nothing basically new, but at least they are polished and 

have their innovative touche (below). 

ijjome Megadrive releases have been disap- 

iPpointing. Some have been dull. Others 

have simply been uninspiring. Midnight 
Resistance is something of a first being down¬ 

right shoddy. 

Home computer owners may well remember 

Ocean’s version of the game, which was excel¬ 

lent on virtually all formats. Alas, owners who 

have since purchased a Megadrive and wish to 

relive the thrills and spills of infiltrating and 

destroying a heavily guarded enemy base will 

be sorely disappointed. 

The player begins, after some pleasant 

enough intro sequences, riding along atop a 

jeep driven by a flaxen-haired comrade. 

Immediately, he is confronted by a team of 

exceptionally agile assailants, who can kill him 

simply with a touch. 

Initially armed with a rapid-firing machine 

gun, the player can fire in virtually any 

direction, being able to crouch down, lie flat 

on the floor, fire directly up and down, as well 

as firing on the run. It’s here that Midnight 
Resistance runs into its first difficulties. 

Offering such a wide number of possible 

positions means that there’s no ‘cushion’ area 

on the pad. If you want to fire diagonally down 

MEGADRIVE 

Midnight Resistance, by name alone, should yield a reasonable 

amount of interest, but things never get better and the game 

fails to achieve even an above-average amount of fun quality. 

680 
MEGADRIVE 

There's absolutely no reason why the Megadrive ver¬ 

sion should be in any way inferior to the 16-bit 

versions, but it manages to fail on virtually all fronts. 

Avoid. 

RELEASE DETAILS 

MEGADRIVE £34.99 OUT NOW 

The Store Room. 

Keys can be 

exchanged for extra 

weapons, armour 

and bullets. The bet¬ 

ter the weapon, the 

more keys you need. 

ones you need before they drop off-screen. 

Aero-Blasters has several design faults that 

detract from fun. And, in keeping with the 

game’s unoriginal gameplay, you’ve seen them 

all before. There's the stupid game designer's 

favourite “Lose all your power-ups when you get 

killed” one and, from those lazy game designers 

who can’t be bothered to think up new and excit¬ 

ing attack waves, there's the classic “Fill the 

screen with so many aliens and missiles that 

there^n&way the player can possibly survive”. 

iggles aside, the big problem with Aerp- 
Blasters is its longevity, or rather lack of it - and 

this tends to be the case with a lot of Megadrive 

games. Playing on ‘Normal’ difficulty with six 

credits of three lives each got me to trie end of 3 fourth level on my second go - and there are 

^only six levels in all. Admittedly there's an 

lotions’ screen where you can put the game on 

a higher difficulty setting and reduce the number 

of credits, but how jnany have the willpower to 

do that? 

Irf the final analysis Aero-Blasters just about 

comes up to scratch. It plays vyfbll, the action's 

fastlifKi sound’s good. But if you’re looking for a 

iw twist on the genre or the ultimate shoot- 

’em-up challenge then you’d best look 

^elsewhere. 
•David Upchurch 

\y/ 

How has DATA EAST’S top-quality coin-op fared in its 

lengthy conversion to the Megadrive? 

The game looks okay 

to begin with, as you 

ride into town atop 

your fellow comrade's 

jeep (above). Things 

deteriorate swiftly, 

though, when the hor¬ 

rific vertical scrolling 

begins (right). 

and right, you have to put the controller in 

exactly the right position. Partially owing to the 

imprecise nature of the control pad, and partic- 

uarly owing to the necessity to aim in an 

extremely accurate manner, you will continually 

find yourself on the receiving end of a bad 

guy’s fire whom you simply couldn’t point your 

gun at. 

Despite these frustrations, the first level is 

okay, and while the animations for the sprites 

are basic to say the least, you can warm to the 

game’s healthy exuberance and continual 

blasting. 

The end of each level leads you to a shop 

where, depending on the number of keys collect¬ 

ed in the last stage, you can 'buy' extra 

weapons. There’s three-way fire, a flamethrower, 

a more beefy laser and extra ammunition, each 

offering an easier route through the next stage. 

On the second stage, however, the cracks real¬ 

ly start to show. As you work down the level, the 

status area and your on-screen persona remain 

visible, while the rest of the screen setup 

absolutely falls apart, appearing a second or so 

afterwards, scrolling down from the top in fantas¬ 

tically ugly manner. Any hopes the designers 

may have harboured about creating some sort of 

atmosphere are instantly dashed. It’s like having 

some really fat smelly bloke coming into the cin¬ 

ema and sitting down beside you when the film’s 

been running for ten minutes. 

Indeed, the whole game is spoiled with rough- 

edge coding and an unpleasant feel. 

If there were any Megadrive gamers still happy 

to buy a coin-op conversion simply because of 

their fondness for the original, Midnight 

Resistance should convince them otherwise. 

• Jim Douglas 
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-GOLDEN JOYSTICK- 

GAME OF THE YEAR 
19 9 1 

- BLISTERING PACE 

- PIXEL PERFECT PASSING 

- SUPERB TACTICAL 
GAMEPLAY 

A NEW KN 
SOCCER £U 

KICK OFF 2 greatly enhances the gameplay of KICK OFF, winner of the THE GAME OF THE YEAR in the 
U.K., and similar awards right across Europe. A host of new features have been added to the ones that 

enthralled players the world over. 

Full size multi-directional scrolling pitch with the players, 
markings etc. in correct proportion. 

1 to 4 players option. (Amiga and ST only) 

2 players TEAM option against the computer or 2 other players. 
Hundreds of players each with a unique combination of 
attributes (stamina, pace, etc.) and skills (passing, shooting, 
tackling, etc.) 
Instinctive Kick Off joystick controls to dribble, pass, shoot, 
head or chip the ball find do sliding tackles. 

Set piece. FREE KICKS induding dummies and the ability to dip 
the ball or bend the ball round a defensive wall. 
9 types of comer kicks with full control of shot power. Long 
find short throw ins. 
Team selection from a squad of 16 with substitution cind a 
choice of tactics. 
League and cup competitions with Extra Time, Injury Time 
and sudden death penalty shoot outs. 
Facility to view, edit and save the Action Replays and create 

ST ACTION - The best game ever to grace the ST. Highest accolade 
I can give. 
AMIGA USER INT - The best computer game ever 97% 

THE ONE - Ultimate soccer simulation. 96% 
THE ACE - Brilliant. Buy, Buy, Buy. 930. 
AMIGA FORMAT - Best footy game to have appeared on any machine. 94 

ST FORMAT - What a game! Gem to play. Magic. 90% 

C & VG - Championship winning material. 95% 

GAMES MACHINE - Probably the best sports game ever. 92% 

COMMODORE USER - No other footie game can touch it. 90% 

AMIGA ACTION - Surpasses all other football games. 93% 

POPULAR COMPUTING WEEKLY - Nothing short of brilliant. 

NEW COMPUTER EXPRESS - Computer football event of 
the year. 

AMIGA & ST £19.99 EXP. AMIGA £24.99 
IBM (AT & XT Turbo, EGA & VGA) £24.99 
CBM 64 - SPECTRUM - AMSTRAD £9.99, £14.99 

a Golden Shots disc.(Exd. IBM & CBM 64) 
* Facility to load Player Manager teams and tactics for a single or league game. 
* Red and yellow cards, 16 different referees, injury time find a host of features to create an atmosphere for a game which is 

real fun to play. 

An International class player takes charge of a third division club as Player Manager. His brief is simple 

-Bring Back The Glory Days. 
His success depends on his playing skills on the pitch and managerial skills in devising winning tactics, 
aquiring the right players from the transfer market and building a team worthy of the highest honours. 

* Unique facility to design and implement your own tactics. 

* Over 1000 individual players, each with a unique combination of attributes and skills. 

* A lively transfer market. Haggle for the best deal. 

41 4 division league and a cup tournament with sudden death penalty shoot out. 

The Player Manager brings the every day realities of a manager's life, his talents as a manager and a 
player, his triumphs andnis failures into a sharp FOCUS. 

ST. ACTION - A stroke of pure genius. 

THE ONE - An exceptional football management simulation, Astounding depth. Most involved, rewarding and playable. 

THE ACE - Successfully blends challenging soccer management with frantic end to end arcade action. 920 

NEW COMPUTER EXPRESS - The sheer depth is incredible. A definitive management game. 

COMMODORE USER - At last a management'game that requires 

true management skills - a winner. 94% 

ST FORMAT-Brilliant 93% 

AMIGA FORMAT - Enthralling and addictive. 'llsf 

ZZAP - Best football management game ever written.-92%- 

AMIGA - ST £19.99 
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THE FINAL WHISTLE 
Amiga - ST £12.99 (Rel. Nov.) 

Raises the skills required and gameplay of KICK OFF 2 to 
new heights. 

Two extra kits. 
Look at any player stats, (attributes and skill) before selecting squad. 

Totally new comer kicks with full control of the power, height and trajectory of 
the ball. 

Enhanced throw ins and penalty shots. 

Provision to flick the ball in the air and do a blinding header or a spectacular 
overhead kick. 

New two players team mode. Player 1 in position or nearest to the ball and 
player 2 in position or keeper. 

Linesmen and referee on the pitch. 

A new player attribute FLAIR. A player with a high level of flair will try a solo 
attempt at the goal. 

4 new pitches - Wembley - Icy - Muddy - Non-League 

And Lot’s More 

WINNING TACTICS (£6.99 - Rel. Nov.) - A collection of tactics for 
use in Player Manager or K02 with full explanations. 
RETURN TO EUROPE (£9.99 - Rel. Dec.) - three European cup 
competitions. UEFA cup - European Cup - Cup Winners Cup. 
GIANTS OF EUROPE (Rel. 1991) Best teams of Europe on one 
disc. 

Draft specifications. Subject to changes without notice 

ANCO SOFTWARE, UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD, DARTFORD, KENT 

^ ....TELEPHONE No: 0322 92513/18 FAX No= 0322 93422 
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COHSPIRRCY 
A quantum leap for sci-fi’RPGs? Well maybe, 
the Zhodani and yourself 

take on 

TALES OF ADVENTURE 
AND INTRIGUE FILL THE AIR AS 
YOU AND YOUR FRIENDS SHARE 
DRINKS AND RELIVE mEfflORIES IN 
the FAmous Three Aces Tavern. 
The sound of laughter is 
SILENCED WHEN A WOffiAN RUSHES 
through the entrance. Barely 
ABLE TO CATCH HER BREATH, BEADS 
OF PERSPIRATION POURING DOWN 
HER FACE, HER TERROR" FILLED 
EYES FOCUS ON YOU AND YOUR 
comPANioNs. Feverishly pushing 
THROUGH THE CROWD, SHE 
APPROACHES YOUR TABLE, GLANCES 
QUICKLY TOWARD THE ENTRANCE, 
AND BEGINS TO SPEAK. 

Imgggg 

76 A0VANCFD foMPUK K f iffFRTAINMI 

jj^ased on the Games Designers’ Workshop’s 

^world-famous gaming system, Megatraveller 
1 is the first in a series set in the 50th century 

universe of the human Imperium and the alien 

Zhodani, whose psionic powers and logical 

approach to conflicts lack only a set of pointed 

ears and green blood to make them positively 
Vulcan. 

Like Isaac Asimov’s science fiction, the 

universe of the Megatraveller RPGs is one conve¬ 

niently occupied only by humanoids. This makes 

it easier to comprehend the desires and 

motivations of your opponents, but doesn’t do 

much to add any exotic alien flavourings to this 
massive sci-fi adventure. 

Like most RPGs, only the basic scenario of the 

game is set; in theory, the characters you design 
and your approach to the adventure are 

completely free. Certainly, there are a vast 

number of options; unless you opt for the easy 

life and accept the default party of characters, 

you can choose your characters from five 

military classes including army, navy, marines* v 

** .**V t * 

. . * 

merchants and scouts; allot them expeVieiite? 
points in over 70 fields, includir(gYuolsieVo!lQ*': 
skills as gambling, high-gravityfpr^ry; 

bribery, cooking, sub-machine guj&ing ahb 
carousing (!). ** y.. * ***•' 

Having defined your five characters of - "y*s 
accepted the defaults, you ftSSQp ’ 

screen where text appears prj the Wfcictyres 
on the right, and status reports yet# 
characters at the top. ».V* ii* * t : “ 

The scenario involves'B*?hodaoi plot to* 

instigate another border ,v\% y^h th<? hfelp of qpr-, 

rupt Imperium official*; Aper|jiTf ag^nt gives. 
you the info you neeb, qid a large bag^of eredfts 

as incentive, promptrtg'youjo'seltfffoi' tie */ 
planet Bougherrr. Before ygu do that, youtiave 

to survive a gonfi^/buy varioys weapons •com¬ 

puter programs arrd»siippiies, jmakp you way Jo 
the spacepOf|andAoardygur ship,-. * , 

In^the course of Ihe^ame yiuVilf hate ferintef- 
pdt^wit^othpr characters; enuring it%) dialogae 

.%i!h ihgm (of ^uqjj spajrklrag "quality aV'greetings 

9 fellow bsking*themi fofjnfomption, , 
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Despite a wealth of detail, The Zhodani Conspiracy 

doesn't have an exciting enough scenario or impres¬ 

sive enough design to make much impact. Possibly 

later adventures in the series will be more exciting, 

but if this one doesn't grab you, you probably won't 

be inclined to find out. A pity, because a great deal 

of work has obviously been put into the game's 

development. 

OUT NOW 

IMMINENT 

IMMINENT 

AMIGA 

ATARI ST 

IBM PC 

JUiTtF - I 

buying objects and information, and sometimes 

blowing them to pieces. 

The action arcade sequences, such as the gun- 

fight at the bar, are irritatingly difficult to control; 

it takes place in a small window viewed from 

above, your party represented by a single large 

purple figure. To fight effectively as the enemy 

gunmen close in and start zapping you, you must- 

divide your party, select a character, choose a 

weapon to use, return to the animated display, 

move a cursor, hit the fire icon... spontaneous it 

ain’t, and it’s much easier simply to run away 

from a fight. 
Once you have gained the starport you have to 

trade for navigation programs, weapons and sup¬ 

plies, before boarding your ship and blasting off. 

The ship, Interloper, has both in-system and 

Jump drives; on the Jump display screen, the 28 

planets and satellites of the eight systems you 

have to explore are depicted on a hexagonal grid 

system. Your space jumps are limited to the dis¬ 

tance of two hexagons at a time, though we are 

promised that later Megatraveller games will fea¬ 

ture 6-hex jump drives! 
Megatraveller is an extremely complex game; 

every facet of the scenario, from the background 

and abilities of your characters to the ship’s navi¬ 

gation, computer, weapons, communications 

and life-support systems, to the type of ground 

underfoot and your chance of smuggling a 

weapon through a checkpoint, are covered in 

almost ridiculous detail. This serves more to 

slow down the action than to increase the excite¬ 

ment; I know RPG’s are supposed to be about 

thought and strategy rather than blasting, but 

Megatraveller occasionally slows down to the 

pace of a particularly nasty traffic jam on the 

North Circular. 
The PC version of the game comes on two 3.5 

inch disks with a colour starmap poster and a 

140-page spiral-bound manual. Its VGA graphics 

are colourful but not overly imaginative; the star- 

ship control screens, for instance, are heavily 

text-oriented, and the planetary surface maps 

not particularly detailed. Some of the 3-D space 

combat screens are entertaining, but the 

animation is not particularly fast. 

There are some digitised sounds, which are 

hardly worth the effort, but the game also 

supports the more impressive AdLib and 

RealSound sound cards. 

Overall this could be a very absorbing game 

for an experienced and dedicated RPG player, 

but is unlikely to generate enough excitement to 

suck in the beginner. 
• Chris Jenkins 

>intef- . 
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"SURPRISE- SURPRISE* Uell 
Lenar*! TVe underestxaated 
YOU. I THOUGHT YOU UERE ACTING 
ALONE, BUT I SEE YOU HAVE i!!OR£ 
Transo® fools uxth you. I HOPE 
THEY ARE READY TO JOIN YOU IN 
deathT Suddenly, the voban 
DRAMS AN AUTOMATIC PISTOL TOM 
HER CLOAK AND SCREAtS, *NOUr 
YOU AND YOUR FRIENDS LEAP 
ABRUPTLY OUT OF YOUR SEATS, 
OVERTURNING THE TABLE AS YOU 
DASH TOWARD THE DOOR. SUDDEN 
BURSTS OF GUNFIRE RICOCHET OFF 
THE WALLS, SENDING YOUR PARTY A 
FOREBODING MESSAGE THAT THIS 
SITUATION IS DEADLY SERIOUS. 

Strategy fans may find that although Megatravveler 

offers some entertaining quirks, they may well have 

already seen better. 

ADVANCED COMPUTER ENTERTAINMENT T1 



coin-op conversion? 
icroprose’s F-15 coin-op has proved to be 

a pretty big hit in the states, and you’ll be 

able to get your hands on the joystick of one 

in the UK pretty soon (unless you visit the 

Trocadero in London where they} have 

one already). 

The coin-op, designed by Microprose 

themselves, was pitched at a high-brow arcade 

player sick of mashing sprites but still after some 

pretty instant gratification. 

This computer version, therefore, is aimed at 

the low-end simulations market. It bypasses all 

the fiddling around with cabin pressures and 

radar beacons and enables the player to get 

pretty much into the action from the off. You 

don't even hand to land the plane for yourself if 

you don’t want to. And let's be honest, the fun of 

these game is wasting the enemy birds, not 

trying to put all three wheels down at the 

right time. 

The most important distinction between the two 

is that while the coin-op would feed players pretty 

specific instructions as to their next target and 

it's whereabouts, F-15 on home machines allows 

a bit more flexibility. 

And the way it's shaping up so far, the title 

looks as if this not especially depthy game may 

well become a storming success for the 

company who built its reputation on producing 

heavyweight simulations. 

Revolving naturally around a series of seek-and- 

destroy missions in such global beauty spots as 

the Middle East, Vietnam, Lybia and the Persian 

Gulf, the game arms the player with variable 

cargos of air-to-air and air-to-ground missiles, as 

well as around a thousand rounds of rapid-fire 

cannon shells. 

Incoming missiles can be deflected by 

dropping clouds of aluminium chaff, on top of 

those Top-Gun escape rolls. 

It’s far more score-orientated than previous 

games from Microprose, awarding points for vir¬ 

tually every part of the mission where there's 

some skill involved. Take out a bad guy with your 

cannon and chase him into the ground and you’ll 

score more points than if you simply loose off a 

missile and let it do all the hard work. 

A range of views from both inside and outside 

the ‘plane is available and there's even an 

in-missile view, so you can ensure that your 

78 ADVANCED COMPUTER ENTERTAINMENT 

F-15 features a whole host of surface objects, including this 

aircraft carrier. Some missions begin - and more 

problematically end - on this floating fortress. 

prey hasn’t eluded its date with doom. 

For gamesters who are keen to add a flight 

simulator to their catalogue, but are less 

impressed with hefty manuals and flight paths, 

F-15 could be the answer. 

• Richard Evans 
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fUfith The Doors on the radio all the time, 

WW the Gulf War putting everyone in the 1 

mood for a good barney, and 70s fashion once 

more filling our streets with strange sights, what 

better time to launch a game based on the 
Vietnam War? 

Domark's strategy title, ‘Nam, is a little unusual 

in combining both political and military aspects; 

it’s not enough to win the war, you must also win 

the hearts and minds of your people if you want 

to remain in power. The game covers the period 

1965-1975, so you have a choice of playing 
either President Nixon or Johnson. Your main 

problem, as it explains in the historical section of 

the comprehensive manual, is that your Viet 

Cong opponents do not really have to win; all 

they have to do is stick it out until you are 

exhausted, and forced to withdraw. If you follow 

the real-life American military policy, you will 

inevitably lose, so to win a convincing victory you| 

have to come up with some strategy which 

evidently escaped the best American military 
minds of the time. 

The PC version comes on four 5.25 inch disks 

or two 3.5 inch, complete with a thick manual 

and colour posters. In EGA mode the graphics 

are fair, but design is not too imaginative; the 

Amiga version looks nicer, while the ST is 

disappointing. 

The loading screens feature digitised images of I 

troops and helicopters, together with suitably mil¬ 

itary sampled music; after choosing your 

required language, you move from here to select 

one of five scenarios. These include two where 

you have to fight the war from the start, either as 

Nixon or as Johnson; and three which avoid 

much of the political manoeuvering, including the 

area 

Sout 

US1 

in 
d check out 

DOMARK's 
military/political 
simulation 
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■ Withdraw troop; 

•Propose mtmi 
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■Return to mir. sort*a 
January ITS 8 Pm»< 

D^urtmatt (rf the Army 

South-East Asia proved to be a tragically hostile environment. 

US Troops were continually foiled by their surroundings, out¬ 

matched by Charlie's superior knowledge of the country. 

(Inset above) Helicopter gunships are a much safer way to 

perform ground clearances. 

deployments. Clicking on the symbol for a partic¬ 

ular unit brings up a display of its name, national¬ 

ity, strength, efficiency, morale and so on; 

moves are entered by clicking on a unit and then 

on a new location on the map. An 'order path' 

appears on the screen, and the forces will begin 

to move at a speed determined by its 

equipment, the terrain and so on. If you have suf¬ 

ficient airpower you can 'airmobilise' a foot unit; 

this is particularly valuable when guerilla forces 

pop up unexpectedly and engage your forces in 

weak areas. 

Back to the President’s report screen, and 

other options allow you to commit troops to the 

conflict or withdraw them, commit reserves, 

send financial aid to South Vietnam, commit air 

support, display a summary screen featuring the 

all-important allied/communist 'kill ratio', or 

return to the main screen. These options are in 

effect budget proposals for the American 

government, and will not come into effect until 

the next financial year, so forward planning is 

essential. 

'Nam is a well thought-out simulation which 

none-the-less is rather dull to play; a bit like the 

war itself, it’s a game of half-hearted attacks, 

strategic withdrawals and inconclusive 

battles.The graphics are decent but not too 

imaginative, and the icons for separate units 

could be clearer; apart from the intro music, 

sound is minimal. 

If you are particularly interested in the Vietnam 

campaign, either from a political or military 

standpoint,this is a worthy simulation; if you like 

your war a bit more exciting, perhaps you should 

look elsewhere. 

• Chris Jenkins 

I Tet offensive, a major North Vietnamese push of 

I 1968; Khe Sahn, a bloody conflict featuring US 

I Marines dug in on a plateau with heavy air 

I support; and the 1975 Spring offensive. 

I If you choose a full campaign, you start in the 

I Oval Room with a portrait of the President; in 

I front of him are two piles, one of newspapers 

I and the other of official reports. Click on one to 

I bring up headlines which give you an idea of the 

I progress of the war and the mood of the nation, 

I and the other to issue orders. 

The reports index has eight options; the first is 

1 Maps. This gives you a colourful map of the 

I whole Indo-China area, and by clicking on specific 

I areas you get close-ups showing troop 

The overall menu is helpful 

eough and easy to follow. (Far 

left) Close-proximity maps 

indicate thee current volume and 

strength of viet-con troops, (left) 

balance your pop¬ 

ularity with even 

heavier 

investment in the 

war is an 

important lesson. 

700 

710 
UTT 

While Warn has a good deal going for it in terms of 

historical accuracy and political background, it 

doesn't feature any of the graphical gimmicks which 

alleviatethe repetitive nature of the average military 

simulation. The nature of the war, too, makes the 

game somewhat unsatisfying; it's very difficult to win 

a conclusive victory, as the Americans discovered in 

Excellent sampled theme music, though very little 

else in the way of audio effects; faster gameplay 

than the PC version, though there's a good deal of 

disk-changing which becomes tedious. Screen layouts 

too are imperfect, with large blank areas on some 

screens. 

700 The sampled music is less ambitious, and for some 

reason the colour scheme chosen for the graphics is 

extremely washed-out. This has a particularly bad 

effect in the portraits of the Presidents, who both 

look as if they have been bombed back to the Stone 

Age... 

AMIGA £24.99 OUT NOW 

ATARI ST £24.99 OUT NOW 

IBM PC £34.99 OUT NOW 

ADVANCED COMPUTER ENTERTAINMENT 



The rocket launcher is by far the most powerful 

weapon pick-up - it's effectively a smart bomb. 

But it does have one big drawback - it can only be 

used once... 

At the end of each level the scrolling 

stops and the real trouble starts. 

Packs of manic baddies stream 

from the open doorways, firing 

machine guns, lobbing grenades 

and firing mortar shells. 

\ Can you survive? 

os Angeles 1997 is certainly no city for 

angels anymore. Colombian and Jamaican 

drug cults fight each other and the police for 

domination of the streets. But a new element is 

about to come in to play, or should that be 

‘prey? 

Ten years before, the sole survivor of an ill- 

fated military mission in the South American jun¬ 

gle described his platoon's battle against a 

bizarre alien hunter that stalked them for sport. 

The creature, armed with advanced weaponry 

and a cunning invisibility suit, gruesomely 

skinned its victims and wore their skulls as 

trophies. 

Now it would appear that humans are ‘in 

season’ again... 

Imageworks' latest movie tie-in places you in 

the role of harassed Detective-Lieutenant Mike 

Harrigan, an officer of the besieged LAPD, who 

must survive four levels of shoot-'em-up peril. 

Each level plays like Taito’s Operation Wolf. 
The screen slowly scrolls right to left, and 

gunAnife/grenade-wielding criminals walk, run, 

roll and even drive on-screen, blasting away at 

the Harrigan figure at the bottom of the screen, 

depleting his limited energy. Using the mouse or 

joystick, you can aim Harrigan's gunsight and try 

to give some back. 

Littering the floor are scores of bullet 

cartridges which, when shot, magically become 

part of your ammo reserves. Other even more 

useful items - faster-firing guns, smart-bomb 

rockets, energy-restoring flak jackets - can be 

similarly acquired. Get to the end of the level 

and there's a super-shoot out between you and 

hordes of baddies. 

This all sounds like a pretty straightforward 

turkey shoot. But there are complications. 

Innocent {and very stupid) civilians amble around 

the screen - shoot too many and you’ll be 

suspended. And then there’s the mysterious 

Predator, visible only by the slight rippling effect 

of his camouflage suit, who at first is quite 

content to pick off the rampant druggies but 

later on, as you home in on its lair, begins to 

take a more active interest in seeing Harriman 

hang up his badge - for ever. 

Predator 2 is aesthetically of a very high quali¬ 

ty - you'd expect nothing less of coders Arc 

Developments. There’s a superb intro, the game 

looks great, sounds fine and plays well. But con¬ 

sidering what could’ve been done with such an 

exciting licence this re-working of an old and 

now pretty tired idea comes as a real disappoint¬ 

ment. 

• David Upchurch 

ADVANCED COMPUTER ENTERTAINMENT 

The animated intro is slick, and this high-gloss finish pervades the 

whole game. The game's fun though ultimately repetitive. And 

are four levels, no matter how tough, enough? 

The smoothly scrolling background graphics and the 

nicely animated perps and passers-by impress, 

although the sluggishness of response when the 

action really hots up is annoying but inevitable. 

Sound is suitably explosive, but apart from a sampled 

alien roar it's nothing special. Predator 2 contains 

nothing that Ocean's Operation Thunderbolt hasn't 

done before - and better. 

Owners of STs with single-sided drives should 

be warned that they lose the animated intro 

and - more worryingly - have to send off to 

Imageworks for a THIRD disc containing the 

final level data. 

AMIGA £25.99 OUT NOW 

ATARI ST £25.99 OUT NOW 

IBM PC £25.99 OUT NOW 
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Commodore A500 

INC 
VAT 

A500 BATMAN PACK AMIGA 2000 FLIGHT OF FANTASY 

The Commodore A500 Batman Pack must 
surely rank as one of the most popular com¬ 
puter packs ever! The pack features the 
Commodore Amiga 500 computer with 
mouse controller and TV modulator, plus 
four top software titles. The software in¬ 
cludes: ‘Batman The Movie’ - Rid Gotham 
City of the cunning joker, in Ocean’s top 
selling title based on the blockbuster Bat¬ 
man film; New Zealand Story - high quali¬ 
ty conversion of the leading arcade game; 
Interceptor - Dogfight with two F-16’s in 
this leading flight simulator; Deluxe Paint 
II - top quality Amiga graphics package 
which set the standard for others to follow. 

I Return the coupon for further details. 

PACK INCLUDES: 
A500 Computer & Mouse £399.99 
A520 TV Modulator £24.99 
Batman The Movie £24.95 
New Zealand Story £24.95 
Interceptor £24.95 
Deluxe Paint II £49.95 

TOTAL RRP: £549.78 
Less Pack Saving: £150.78 

PACK PRICE: £399.00 

For the more serious or professional applica¬ 
tions user, Commodore have a selection of 
systems based around the expandable Amiga 
2000, at prices from £1295+VAT. The A2000 
features a full 1Mb RAM (expandable to 9Mb), 
9 system expansion slots, plus IBM com¬ 
patibility with the use of PC-XT or PC-AT 
bridgeboards. Complete and return the 
coupon, putting a tick . 
in the A2000 box, for I 
details of A2000 com- j 
puter systems. +vat= £1489.25 

£1295 

Flight of Fantasy is the very latest Amiga 500 pack from Commodore, 
featuring BRAND NEW software releases, to make this the most spec¬ 
tacular A500 pack ever! The pack features the Amiga 500 computer 
with mouse controller and TV modulator, as well as four top software 
titles. These include the following: 

DELUXE PAINT II: 

The high quality graphics program that 
set the standard for other Amiga art 
packages. Deluxe Paint II includes 
powerful, easy to use tools that bring 
out the artist in you. Create master¬ 
pieces, presentations, 3D perspectives 
or just doodle. 

ESCAPE / ROBOT MONSTERS: 

Here’s something completely different 
- a science fiction story with comic 
book style graphics. Our heroes Jake 
and Duke are on the Planet X rescu¬ 
ing Humans who have been captured 
by the Robot Monsters and forced to 
create an evil Robot Army to DESTROY 
EARTH! Jake and Duke fight their way 
through hordes of evil Robots to help 
the Humans escape. 

RAINBOW ISLANDS: 

Slip on your magic shoes, practise 
throwing a rainbow and you’re ready 
to go island hopping. From the Island 
of Doh to Monster Island, you will en¬ 
counter Doh himself, stinging insects, 
lethal combat machines, mechanical 
assailants, the formidable beings of 
legend and folklore. Finally enter the 
world of darkness and its inhabitants. 

F29 RETALIATOR: 

The ultimate in flight simulation with a choice 
of two aircraft and four battle environments 
with dozens of different tactical missions. 
Aerial combat, strategic bombings, interac¬ 
tive ground based battles, seagoing carriers 
... the list of features is endless. Real time 
cockpit displays, including ‘true radar’ 
enhance the realistic feel of this stunning 
simulation. 

PACK INCLUDES: 
A500 Computer & Mouse £399.99 

A520 TV Modulator £24.99 

Deluxe Paint II £49.95 

Escape/Robot Monsters £19.99 

Rainbow Islands £24.95 

F29 Retaliator £24.95 

TOTAL RRP: £544.82 
Less Pack Saving: £145.82 

PACK PRICE: £399.00 

FOR FURTHER DETAILS OF THE AMIGA 
RANGE, COMPLETE THE COUPON AND 

RETURN IT TO SILICA SHOP 
THE UK’s Nol AMIGA SPECIALISTS 

SILICA SHOP OFFER YOU 
FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK. 
TECHNICAL SUPPORT HELPLINE: Team of Amiga technical experts at your service. 
PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 
ESTABLISHED 12 YEARS: Proven track record in professional computer sales. 
£13m TURNOVER (with 60 staff): Solid and reliable with maintained growth. 
BUSINESS/EDUCATION/GOVERNMENT: Volume discounts available for large orders. 
SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 
THE FULL STOCK RANGE: All of your Amiga requirements from one supplier. 
FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details. 
PAYMENT: By cash, cheque and all major credit cards. 
CREDIT PAYMENT TERMS: Silica are licensed credit brokers - return coupon for details. 

before you decide when to buy your new Amiga computer, we suggest you think very carefully about WHERE 
you buy it. Consider what it will be like a few months after buying your Amiga, when you may require additional 
peripherals or software, or help and advice with your new purchase. And, will the company you buy from contact 
you with details of new products? At Silica Shop, we ensure that you will have nothing to worry about. Silica have 
been established for over 12 years, and have an annual turnover of £13 million. With our unrivalled experience 
and expertise, we can now claim to meet our customers requirements with an understanding which is second 

to none. But don’t just take our word for it. Complete and return 
the coupon now for our latest Free literature and begin to ex¬ 

perience the "Silica Shop Service”. 

RETURN THE COUPON NOW FOR 

FREE BROCHURES 

SILICA 
SHOP 0 

MAI^RDER^^^^^^nii^ew^!atherle^^idcijM<erirDA144DX Tel: 081-309 11if1 
Order Lines Open: Mon-Sat 9.00am-6.00pm No Late Night Opening ’ Fax No: 081-308 0608 

LONDON SHOP: 52 Tottenham Court Road, London, W1P OBA Tfel: 071-580 4000 
Opening Hours: Mon-Sat 9.30am-6.00pm_Late Night: Thursday until 8pm_Fax No: 071-3234737 

SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-302 8811 
Opening Hours: Mon-Sat 9.00am'-5.30pm Late Night: Friday until 7pm Fax No: 081-309 0017 

BUSINESS/EDUCATION: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-308 0888 
Order Lines Open: Mon-Fri 9.00am-6.00pm_Closed on Saturdays_ Fax No: 081-308 0608 

JTo sTITca sRop: DepTAcRe/QT/!^™ Tl^ews^atheney^Sidcup, Kent, DAI 4 4D^ 

PLEASE SEND INFORMATION ON THE AMIGA 
Mr/Mrs/Ms:. Initials:. Surname: 

Address: . 

Postcode:. Tel: 

|^Which computer(s), if any, do you own?. A2000C^| 

t&ot - Advertised prices and specifications may change - please return the coupon tor the latest information. 
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If you have enjoyed reading this issue of 

ACE, you are bound to be interested in our 

fantastic new subscriptions offer. The offer 

aims to give you value for money, an easy 

way to regularly receive your favourite 

magazine, and - thanks to our friends at 

IMAGE WORKS - a FREE software gift. 

IV# 

many benefits for the self respecting 

enthusiast of computer entertainment. 

Here are a few points to consider whilst 

pondering this small but worthwhile 

investment: 

(onl} 
folio 

Wings 
Falcor 
Falcor 
Falcor 

Battle 
Back 

Get 12 issues of ACE, the best computer 
Cada\ 

entertainment magazine in the world, delivered Dunge 

direct to your door and we'll pay the postage! Thisf 
If yc 

means never having to traipse down to your local can 

two 
newsagents for your copy again. 

Xenor 
Interp 

Speet 
* Ensure you never miss out on all the vital Gravit 

information which only ACE gives you and impress 

your friends with it! Blood 
Blast* 

;*Remem 

INB: The 

* Choose from some red hot Image Works games - |separate 

which can be your absolutely FREE ! 

Saving yourself between £10 and £25 
Nj 

Al 

Pi 
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1st 

;red 

e! This 

local 

fyou take out a subscription for 12 issues 
only £21.60) you can choose one of the 
following Image Works games free!: 

Wings 

:alcon 

Falcon Mission Disk 1 

Falcon Mission Disk 2 

lattlemaster 

lack To The Future 2 

adaver 

Dungeon Master 

Amiga only 

Amiga, ST, PC 

Amiga, ST 

Amiga,ST 

Amiga,ST 

Amiga, ST,PC, 

Spec, C64, 

Amst,CPC 

Amiga, ST 

Amiga, 1 Meg 

ST 

you subscribe for 24 issues (£43.50) you 
tan choose one game from the above list OR 
Iwo games from those offered below: 

itpress 

(enon 2 

iterphase 

Speedball 

iravity 

lip It & Magnose 

inal Battle 

lloodwytch 

llasteroids 

Amiga, ST,PC 

Amiga, ST,PC 

Amiga, ST,PC 

Amiga, ST,PC 

Amiga, ST,PC 

Amiga, ST, PC 

C64,Spec 

ST, Spec 

SUBS RATES SUMMARY 

12 issues (UK Residents only) £21.60 

12 issues (Air Europe) £39.50 

12 issues (Rest Of The World) £53.00 

24 issues (UK Residents only) £43.60 

24 issues (Air Europe) £79.00 

24 issues (Rest Of The World) £106.00 

fiember, the above games are only available with a 24 issue subscription. 

The free software offer is available to UK residents ONLY. Your software choice will be mailed 

meS “ JJtparately to your first magazine, please allow 28 days for delivery. 

We suggest that overseas readers pay by International Money Order. 

Place your order by completing the coupon, or send your details on a 

postcard, or ring our special 24 Hour Orderline Service on 0858 410 088. 

Subs Guarantee: If your aren’t completely satisfied with your subscription, you may cancel it at any 

time and receive a prompt refund for all unmailed copies. 

TO: ACE SUBSCRIPTIONS DEPARTMENT, PO BOX 500, LEICESTER, LE99 OAA 

NAME:... 

ADDRESS:. 

POSTCODE:. 

I WOULD LIKE A SUBSCRIPTION TO ACE FOR 12 ISSUES □ please tick box 

I WOULD LIKE A SUBSCRIPTION TO ACE FOR 24 ISSUES □ please tick box 

PLEASE START MY SUBSCRIPTION FROM THE.(enter month) ISSUE OF ACE 

MY GAME(S) CHOICE IS : ... 

MY MACHINE IS :. 

I ENCLOSE A CHEQUE/ POSTAL ORDER MADE PAYABLE TO EMAP IMAGES 

F0R:£. 

PLEASE CHARGE : £.TO MY ACCESS/VISA/DINERS CLUB/AMERICAN EXPRESS ACCOUNT 

CARD NUMBER :. 

EXPIRY DATE :. 

SIGNITURE: 

FULFILMENT: ALAN WELLS INTERNATIONAL, MEMBERLINE HOUSE, FARNDON ROAD, MARKET HARBOROUGH, LEICESTER LE16 9NR 

SOURCE CODE :0014 



This month there are hot tips for Iceman, sixty codes 
for Lemmings, a Colditz playing guide, the complete 

solution to Dragon's Lair II, and lots, lots more... 

This sweet little shorty for the Amiga comes 

from Nick Smith from London. Alien bombard 

ment getting you down? Then press J and K 

simultaneously for infinite energy. Can’t get 

beyond Level 1 (a great pity, because some of 

the later level are fantastic)? Why, just press J fol¬ 

lowed by any number from 1 to 6 to skip levels. 

Lemmings 
Yes, more passcodes for the game featur 

ing those adorable but quite loony little 

balls of fur, as supplied by Paul Kathro 

from Romford. Get lemmin'... err... I mean, ge 

movin'... 

T AXING 

2 FIBIJLMOFL 

3 IBANLMFPFY 

4 BINLMFIQFR 

5 FAJHLDHBGT 

6 IJHLDHFCGM 

7 NHLDHFADGJ 

8 HLDHFINEGS 

9 LDHFAJLFGL 

10 DHFIJLLGGU 

11 HFANLLDHGR 

12 FINLLDHIGK 

13 FAJHMDHJGM 

14 IJHMDHFKGV 

15 NHMDHFALGS 

16 HMDHFINMGL 

17 MDHFAJLNGU 

18 DHFIJLMOGN 

19 LGANLMDPGP 

20 FINLMDHQGT 

21 FAJHLFHBHW 

22 IJHLFHFCHP 

23 NHLFHFADHM 

24 HLFHFINEHV 

25 LFHFAJLFHO 

26 FHFIJLLGHX 24 IJHLFIFCJS 

27 HFANLLFHHU 25 NHLFIFADJP 

28 FINLLFHIHN 26 HLFIFINEJY 

29 FAJHMFHJHP 27 LFIFAJLFJR 

30 IJHMFHFKHY 28 FIFIJLLGJK 

29 IFANLLFHJX 

MAYHEM 30 FINLLFIIJQ 

2 HMFHFINMHO 

3 MFHFAJLNHX TWO-PLAYER LEVEI 

4 FHFIJLMOHQ 2 IJHLDKJCMJ 

5 HFANLMFPHN 3 NHLDIJADMU 

6 FINLMFHQHW 4 HLDIJINEMN 

7 FAJHLDIBIW 5 LDIJAJLFMW 

8 IJHLDIFCIP 6 DIJIJLLGMP 

9 NHLDIFADIM 7 IJANLLDHMM 

10 HLDIFINEIV 8 JINLLDIIMV 

11 LDIFAJLFIO 9 AJHMDIJMX 

12 DIFIJLLGIX 10 IJHMDIJKMQ 

13 IFANLLDHIU 11 NHMDIJALMN 

14 FINLLDIIIN 12 HMDIJINMMW 

15 FAJHMDIJIP 13 MDIJAJLNMP 

16 IJHMDIFKIY 14 DIJIJLMOMY 

17 NHMDIFALIV 15 IJANLMDPMV 

18 HMDIFINMIO 16 JINLMDIQMO 

19 MDIFAJLNIX 17 JAJHLFIBNR 

20 DIFIJLMOIQ 18 IJHLFIJCNK 

21 IFANLMDPIN 19 NHLFIJADNX 

22 FINLMDIQIW 20 HLFIJINENQ 

23 FAJHLFIBJJ 
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Awesome 
Another brief but beautiful cheat from Nick 

Smith. To obtain infinite lives and shields in 

this ACE-rated space quest, play until you 

get to the cargo/energy screen and use the joy¬ 

stick to move the cursor to the top left hand 

corner on the screen, then press fire on the joy¬ 

stick and the V sign on the numeric keypad. 

What could be simpler? 

* 2 * 

Xenon 2 
Does the man never rest with his PC 

cheats? It's Paul once again, this time 

with a cunning way to get infinite lives 

in the Bitmap Bros super shoot-'em-up. 

Simply press F7 after selecting the graphics 

mode and then during the game press I {the 

letter ‘eye’). 

Wrath Of The 
Demon 
Wow! Here's an excellent treat for all fans 

of this pixel-perfect, astonishingly-atmo- 

spheric and deadly-addictive arcade 
adventure. Simply follow this guide sent in by 

Joe Baskerville from Frome, Somerset, for com¬ 

plete satisfaction... 

At the Dark Tower kill the small bloke who 

throws things at you and collect the potion. 

When another one arrives kill him and then his 

mate 

so that you end up with three Potions. Once 

you’re in the Tower follow the instructions below 

to reach and kill the Demon. 

Go right and enter the second door on the 

floor, then enter the first door you come to and 

collect the Lightning Potion. Go back through 

the door you just came through, go right, collect 

the Potion and go through the door. Carry on to 

the end of the corridor and do the same in the 

next corridor collecting all the Potions you find 

on the way. 

Now go left, enter the next door you come to, 

flick the switch and come back out. Go left, go 

through the next door and collect the Potion. 

Come out again, go into the next door on your 

left and flick the switch. Come out, run all the 

way to the right, flick the switch and enter the 

door on the floor to your left. Run to the right, go 

through the next pair of doors, go left, collect 

the Key and go back past the three doors you 

just came through. 

Run all the way back down the passage and go 

in the door on the floor right at the start. Jump 

over the spikes and enter the door. Collect the 

Key, go back over the spikes and out through the 

door. Go in the next door on your right again, go 

right, enter the second door and then go through 

the closed door. Kill the Goblin and collect the 

Key. Go back past the pair of doors you just 

came through, run left and go through the closed 

Starray 
More PC pranks, 

courtesy of Paul! 

For infinite lives in 

this Defender-esque 

shoot-'em-up, type in 

MASM 5.1 at the selection screen. 

Car-Vup 
Another Amiga and ST cheat from Simon 

(we're very grateful). For a cat-like nine 

lives type PUSSYCAT on the high-score 

table. Typing BUMPER during the game gives 

you temporary invulnerability and typing 

WHOOPSIE takes you straight to the final 

level - are you sure you can handle it? 

door. Run left, go through the first door and 

the enter the third door. 

Kill the Dragon, collect the Key and come 

out. Run left to the end of the passage, run left 

again and enter the door. Go through the third 

door, flick the switch, come back out and go in 

the closed door on your left. Collect the 

Potion, come out and enter the last door on 

the right. Go through the first door, collect the 

Potion, come out and enter the next door on 

the right. Go in the first door, collect the 

Weapon and enter the second door to collect 

the Potion. Go out, run to the end of the pas¬ 

sage and enter the door. 

To kill the Demon jump and shoot him. When 

he looks up dodge the laser beams from 

above, when he looks down stand in between 

the hole in the ground to avoid the flames, 

when he moves his hand duck the fire and 

when he opens his mouth go to the back of the 

screen and jump to avoid the flame. Keep 

shooting the Demon until he's dead. 
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Chase HQ 2 
™here's nothing more annoying when you’re 

I trying to catch a criminal than skidding 

I off the road and ramming straight into a 

tree. So try out this cheat for the Amiga and 

ST conversions of the crime-busting coin-op. 

Hold down H and F5 while the game is load¬ 

ing, and as if by magic you’ll find all the road¬ 

side obstacles will disappear! If only it could 

be like that in real life! 

scar* 

It’s not funny being a bunny when you can’t Level 1 and 52 

you’ve paid lots of money (for the cart). Okay, okay, so I 53 

never was very good at poetry. So I’ll shut up and let 54 

Mike Walpole from Wolverhampton take over with the full 55 

list of level codes for this Gameboy cartoon caper. 56 
57 

2 SZWS 26 WTFZ 58 

3 ZS2S 27 X2JZ 59 

4 ZZPS 28 XTKZ 60 

5 SW35 29 61 

6 SXES WPMZ 62 

7 ZW4S 30 WYCZ 63 

8 ZX9S 31 XPAZ 64 

9 WSRS 32 XYOZ 65 

10 WZES 33 ZSSW 66 

11 XSJS 34 ZZWW 67 

12 XZKS 35 TSZW 68 

13 WWMS 36 TZPW 69 

14 WXCS 37 2W3W 70 

15 XWAS 38 2XEW 71 

16 XXOS 39 TW4W 72 

17 S2SZ 40 TX9W 73 

18 STWZ 41 PSRW 74 

19 1221 42 PZFW 75 

20 ZTPZ 43 YSJW 76 

21 SP3Z 44 YZKW 77 

22 SYEZ 45 PWMW 78 

23 ZP4Z 46 PXCW 79 

24 ZY9Z 47 YWAW 80 

25 W2RZ 48 YXOW 
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TTPX 

2P3X 

2YEX 

TP4X 

TY9X 

P2RX 

PTFX 

Y2JX 

YTKX 

PPMX 

PYCX 

YPAX 

YYOX 

S3S2 

S1WZ 

Z3ZZ 

Z1PZ 

SE32 

SHE2 

ZE42 

ZH92 

W3R2 

W1F2 

X3J2 

XIK2 

WEM2 

WHC2 

XEA2 

XH02 

Bugs Bunny zzsx 
ZTWX 

TZZX 

Horror Zombies 
From 
The Crypt 
Simon & co again, this time with the level codes to 

this so-so arcade adventure on the Amiga and ST. 

2 WOLFMAN 

3 HAMMER 

4 LUGOSI 

5 NOSFERATU 

Police Quest 
No-one said it was easy on the streets. 

Though perhaps James Jack can make life 

a little more pleasant with the following hint 

which'll help you get the ‘No Bail Warrant’ for 

this mind-bogglingly difficult Sierra adventure. 

After you've joined the Narcotica Brigade and 

your new office has been shown to you by 

Laura, open the cabinet, find the Hoffman’s file 

and read it. Pick it up again, close the cabinet, 

get the clipboard and keep turning the pages 

until you see Hoffman’s photo. Type ‘Get Wanted 

Poster’ and go to the Court. 

Walk right until a man asks you what you want, 

then type ‘THIS IS AN EMERGENCY'. Wait until 

he comes back, open the door and then give 

Hoffman's file and the Wanted Poster to the 

Judge. After typing ‘Tattoo’ you will get the ‘No 

Bail Warrant’. Now go back to the Police Station 

and carry on with the game... 

Weird Dreams 
Attention all you business computer players 

Paul Greig Smith of Oakley has a red-hot ti 

for the IBM PC version of this bizarre trek 

through the dream state. 

In the Hall of Mirrors, walk into the right-hand 

mirror and key in the Morse code for ‘SOS' 

(three short taps, three long taps, three short 

taps) using the V key on the numeric keypad 

for infinite lives. Additionally, whenever you're ir 

trouble, tap the V key a number of times and 

you will complete the section, except when figt 

ing the Wasp or the Brain. 



TXT 
Wishbringer 
Paul Hardy of Sheffield has generously pre¬ 

sented us with the complete solution to this 

classic Infocom adventure, which was 

recently re-released at budget price. What a bar¬ 

gain! But, before we begin, here are some gen¬ 

eral tips... 

Try not to get caught by the town guards - these 

are the giant boots stomping around the town 

which may even arrest you if you’re not careful. 

When you hear the guards approaching, move 

away and wait a few turns before you continue. 

O.K. - now, on with the solution... 

The game begins with you standing outside the 

Post Office. Go IN, WAIT and GET ENVELOPE. 

You will be told to take the envelope to the 

Magick Shoppe, so go OUT, and head W,W, YES 

(when you’re asked if you wish to enter the 

graveyard), N, WAIT, GIVE ENVELOPE TO 

GRAVEDIGGER, WAIT, IN (to enter the grave), 

GET BONE, OUT (to leave the grave), S, E, E, E, 

GIVE BONE TO DOG (to keep it quiet!), N, WAIT, 

GET NOTE (from the librarian), E, E, E, GET SEA¬ 

HORSE AND THROW IT INTO SEA, W, W, W, 

EXAMINE FOUNTAIN (to see a coin and a gold¬ 

fish within), GET COIN, E, E, N, GET SHELL, LIS¬ 

TEN SHELL (for a clue), N, W, W, W, UP (onto 

the hilltop). 

GET HORSESHOE, N, E, N, N, E, BREAK 

BRANCH, UP, W, N, UP, E, S, UP (to arrive out¬ 

side the Magick Shoppe). Now KNOCK ON 

DOOR, OPEN DOOR, IN, EXAMINE CLOCK, WAIT, 

GIVE ENVELOPE TO WOMAN (she hands it back 

to you and asks you to read it), OPEN ENVE¬ 

LOPE, READ LETTER TO WOMAN, WAIT, GET 

CAN, OPEN CAN, WAIT - now the strange 

woman will give you details of your quest... 

Leaving the shop you must go DOWN, N, W, 

DOWN, S, E, DOWN, EXAMINE VULTURE, W, 

GIVE CAN TO TROLL. Opening the can the Troll 

will shriek in terror and flee allowing you to 

cross the bridge. So, GET CAN, OPEN GATE, S, 

S, S, IN (to enter the church), GET CANDLE, 

OUT, S, EXAMINE FOUNTAIN (there is a token in 

the fountain, but it is guarded by a vicious 

Piranha fish!). 

W, W, EXAMINE PIT, E, E, DROP SHELL AND 

HORSESHOE (as they are of no further use), N, 

N, N, N, E, DROP CANDLE AND GET BRANCH, 

W, S, S, W, UP, OPEN STUMP (on top of the hill¬ 

top), N,S, PUT BRANCH INTO PIT, PULL 

BRANCH (to free the poor creature), DROP 

BRANCH and then DIG AT X to find a whistle. So, 
GET WHISTLE and BLOW WHISTLE... 

You are teleported across the water; there is a 

castle here, so go IN, WAIT and GET HAT. Now 

WAIT and BLOW WHISTLE again - you will travel 

back across the water and arrive back beside 

the pit. The magical whistle is lost on the return 

journey, however! 

From the pit go E, E, N, N, N, N, E, GET CAN¬ 

DLE, W, S, S, E, E, GIVE HAT to the pelican, to 

gain a magic word. Now go W, S and OPEN 

MAILBOX, GET LEAFLET, WAIT; the mailbox will 

uproot itself, and follow you everywhere from 

now on! So, go N, N and LOOK IN CAN to see if 

it has a false bottom. SQUEEZE CAN and then 

DROP CAN, GET STONE. 

Now head W, S, S, DROP LEAFLET, E, GIVE 

COIN TO VOSS (to gain a ticket), IN, GIVE TICK¬ 

ET (so you can enter the cinema), EXAMINE 

CARTON (to see a 3D film advert), N, LOOK 

UNDER SEAT (to see a pair of 3D glasses) and 

then GET GLASSES, WEAR GLASSES, WAIT, 

WAIT, WAIT, WAIT, WAIT to gain some 

useful information. 

Leave the cinema by going 

OUT and then REMOVE 

GLASSES, OUT. When 

asked if you really wish to 

exit, type Y and, once 

you’ve left, input E, WAIT, 

WAIT The trashcan will 

come to life and attack 

you, but the mailbox 

(which is still following 

you around) will leap to 

your defence. Both contrap¬ 

tions will be destroyed. Now 

go IN (to enter the arcade) and 

EXAMINE MACHINE, Go OUT and 

head W, W. Now DROP ALL BUT CANDLE, 

W, IN, WAIT, WAIT; you will be locked in a prison 

cell. So MOVE BED, GET ALL, IN (to climb into 

the hole). You end up in a tunnel, with only your 

candle for light. Go N, E and PUT BLANKET 

OVER GRUE (to stop your light waking it up). 

Now OPEN REFRIGERATOR, GET BOTTLE AND 

WORM, W, W, UP, N, E, S, S, DROP BOTTLE, 

GET GLASSES AND STONE and GET NOTE. Now 

PUT WORM INTO FOUNTAIN to keep the piranha 

happy while you GET TOKEN. Now go E, E, IN 

(to enter the arcade), INSERT TOKEN INTO 

SLOT (on the machine), PUSH STICK WEST, 

AGAIN, PUSH STICK SOUTH, AGAIN, PUSH BUT¬ 

TON. Are you sure? YES. Really? YES. 

Now input the magic word you learned from 

the pelican to open the drawbridge. Go IN and 

WAIT; you will be clubbed unconscious. Waking, 

you find yourself chained to a table which is a 

part of a machine. Mr Crisp is here. So WAIT, 

GIVE NOTE TO CRISP, GET COAT AND GET KEY, 

UNLOCK CHAINS WITH KEY, PULL LEVER, GET 

NOTE, READ NOTE - it tells you how to pass 

Alexis the guard dog - and then OPEN HATCH, 

UP, MOVE PAINTING (to reveal a crank hidden 

behind), TURN CRANK (to re-open the portcullis). 

Don’t leave the castle yet, but go UP instead. 

It is very fuzzy here, so WEAR GLASSES, GET 

BROOM, EXAMINE PANEL, EXAMINE SECOND 

SWITCH, PULL SECOND SWITCH, DOWN, 

REMOVE GLASSES. How go N, OUT, E, ALEXIS 

HEEL, PAT DOG, OPEN DOOR (into the cottage), 

E, READ MESSAGE, DROP NOTE, DROP 

KEY, DROP GLASSES, GET STEEL 

KEY, OUT, DROP CANDLE, N, 

UNLOCK DOOR WITH KEY, 

IN (to enter the library), 

I EXAMINE DESK. 

The door will 

% slam shut, leaving you 

| in darkness, 

j Fortunately the 

I Wishbringer Stone you 

§ are carrying flares into 

light. So, input S, BREAK 

CASE WITH BROOM, 

W EXAMINE SCULPTURE, PUT 

STONE INTO HOLE. Sure? YES. 

Really? YES. You are teleported 

back to just outside the Magick Shoppe 

entrance, where you may KNOCK ON DOOR and 

all will be made clear... 

THE END!! 

E-Motion Monty Python's Flying Circus Yeah, you guessed - it’s Simon's gang again! 

This Amiga and ST arcade puzzler certainly 

had me tearing my hair out in frustration, 

so type MOONUNIT and press FI to skip a level 
level or F2 to skip ten levels. 

It's Simon again, who explains “How to recognise cheats from a long way away”. Lesson 1: The 

Level Cheat. Type your name as SEMPRINI on the high-score table to start on any level you’ve 

reached. 

Nitro 
Simon Dormer and friends from Bexley 

have certainly been busy - they sent us 

reams and reams of excellent cheats for 

the Amiga and ST. This one’s for Psygnosis' 

great little buggy racing game. Getting stuck 

on a level? Then type in NITRO to jump to the 

next. 

ADVANCED COMPUTER ENTERTAINMENT 89 



CU AMIGA 
THE ULTIMATE GAMES GUIDE TO THE ULTIMATE COMPUTE! 
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Next month's issue 
sees the entry of 
the first multime¬ 
dia system into our 
hardware guide: 
the Commodore 
CDTV, due for offi¬ 
cial launch in the 
UK on 30th April, 
though supplies 
may not reach the 
shops till later. Here 
you can see Gail 
Wellington, 
Commodore's soft¬ 
ware supremo, pro¬ 
gramming a CDTV 
demonstration on 
an Amiga 3000 at a 
conference in New 
York last year. The 
demo crashed - but 
we don't expect 
setbacks like that 
with the final prod¬ 
uct, which will be 
fiercely benchtest- 
ed in ACE as soon 
as we get one! 

CONTENTS 
92 ACE Charts 

At last! Someone's won the ACE Charts Jackpot prize! And for those of 
you who haven't caught on yet, these are the most useful charts in the 
industry - because they're not based on sales (which can be heavily 
influenced by licensing and distribution) but on the review marks each 
game received in ALL the UK games magazines... 

95 Hardware Buyer's Guide 
Our definitive tech listings and buyer's guide. This month we've printed 
sections on both 16-bit computers and both 8-bit and 16-bit consoles. 

109 The ACE Prize Crossword 
The magazine from outer space? (3) 

Shopwatch 
Dirk Longhorn looks ahead to CDTV, the Game Gear, and wonders about 
the chances of a colour Game Boy... 

Direct Line 
To YOUR micro. Note that we've concentrated our coverage in this sec¬ 
tion on Amiga, PC, ST, Megadrive, Game Boy and Lynx. Sorry 8-bitters, 
but 16-bitters will get an even better deal out of ACE from now on... 

Hot off the Shelf 
Our definitive listing of games that have received top ratings in ACE 
over the last few months and which should still be available on the 
shelves. 

Adventureline 
Pat Winstanley with the latest instalment of her column for dedicated 
adventurers, packed with information on where to find friends and help. 

The ACE Diary 
Our monthly guide to what's on where and what's out when 

ACE Readers Pages 
Now that ACE is concentrating all its energies at the cutting edge of 16- 
bit, this could be your chance to offload that old 8-bit system... 

Public Domain 
Mark Smiddy's regular guide to the latest in PD gaming. 

The Blitter End 
Our chance to have the last word, 

ACE has brought you over 40 issues, 
all packed with info on games tech¬ 

nology. If you're missing any back 
issues - such as this one, which gave 

you exclusive coverage of the first 
PC based VR system - then tele¬ 

phone 0858 410510 for availability 
and order details 
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The ACE Charts give you the 
definitive list of top scoring 
games EVERY MONTH - as 
reviewed by ALL British games 
magazines. 

A JACKPOT WINNER AT LAST! 

Well, it had to happen. As reported last month, Rotherham's Phil Maxfield 

appears to have cornered the market inthe North by offering his pals copies of 

his carefully researched system - and now one of the blighters has one the 

Jackpot! The irony is that it wasn't Phil, but Andrew Allen of 

...yes...Rotherham, who spotted all five games on the Amstrad CPC. 

Congratulations Allen - a large box is on its way to you! 

In fact, we were delighted to have Andrew win the grand prize, because 

this is actually the last month in which the Stockmarket and Charts will appear 

in their present form. As from next month, we'll be presenting a much 

improved charts section - and rest assured we'll still be giving away some 

grand prizes. 

Other winners in Round 17 were Daniel Morgan, Phil Maxfield (of 

course!), Pete Hall, A. Johore, J. Barradough, Tariq Anwar, and C. Glasson 

THE STOCKMARKET 
In addition to our games charts, we also have a bit of fun with the figures each month 

when we produce the ACE Stockmarket. It s a list of the top 25 softcos as determined 

by the ratings their games are currently receiving. You can see their fortunes rising and 

falling in each issue... 

Having collated all the games reviewed in the latest issues of computer magazines, 

we calculate the average mark that each publisher received for every one of its games 

on each format. This is the rating that you see in the second column. So, for example, if 

the company is great at sourcing 16-bit games but botches up its 8-bit conversions, that 

will pull down the average mark, even if you can see one of its titles heading up the 

Amiga, ST or PC charts on these pages. If all the games are excellent, or if the company 

has just one brilliant program doing the rounds at the moment, it will consequently 

have a high rating. 

The last column shows how well a company's games have fared compared to the 

Software Index. This single figure represents the average review mark (expressed as a 

percentage) that all games, all formats, received during the last month. It's a quick 

guide to how good the current crop of titles is, and each company's Index score shows 

how well their games compare to the norm. For example, in this month's chart. Core 

Design's current titles are worth 10 percentage points above average - according to the 

industry's reviewers. 

Although we print only the top 25 compa¬ 

nies each month, we keep tabs on all of 

them. Occasionally a new company will 

enter the listings (marked with an asterisk). 

This month, we welcome Demonware to the 

ACE Stock Market. 

Finally, we don't count companies which 

have only received a single solitary review. 

PUBLISHER SCORE +/- INDEX Alternative 82 3 +5.67 5.35 

System 3 94 n/a 17.35 Rainbird 82 -10.67 5.35 

Spectrum Holobyte 90 n/a 13.35 Palace 81.75 n/a 5.1 

Microprose 89.88 +24.38 13.23 Gremlin 80.94 -3.88 4.29 

Mirror Image 89.75 +3.11 13.1 Image Works 80.48 -6.13 3.83 

Dynamix 88.33 -1 11.68 Electronic Arts 80.47 +17.27 3.82 

Action 16 87 +10.71 10.35 Elite 80 +12.4 3.35 

Storm 86.99 +13.32 10.34 Rainbow Arts 80 -8.51 3.35 

Core Design 86.65 +1.15 10 Audiogenic 79.21 +7.58 2.56 

Psygnosis 86.5 +0.87 9.85 Krisalis 78.83 +9.7 2.18 

US Gold 82.52 +6.51 5.87 Sierra 77.96 +3.63 1.31 

Code Masters 82.22 +0.22 5.57 * Demonware 77.5 n/a 0.85 

Ocean 82.21 +1.33 5.56 Oxford Softworks 77.5 n/a 0.85 

Software index: 76.65 
The highest ever! There are some very high qual¬ 

ity budget rereleases out at the moment - the 
likes of Mirror Image’s Speedball or 

Virgin/Mastertronic’s Silkworm, for instance. 

Check next monthto see if this is a genuine 
upward trend or whether the industry's review¬ 
ers have had a collective bout of spring fever. 

What you can 
win... 

You'll get a mys¬ 
tery game worth 

up to £25 for 
your machine if 
you can pick out 
NEXT MONTH S 

top chart entries. 
Get all five right 
in any category 
and you'll get 
£150 worth of 

software! Entry 
instructions are 

opposite. 

| AMIGA 
Rocket Ranger Mirror Image 93.75 

Speedball Mirror Image 91.5 

Swiv Storm 90.67 

Railroad Tycoon Microprose 90.38 

Silkworm 16 Blitz 

Budget re-releases dominate this month as 
Mirror Image's first two golden oldies get 
the label off to a fine start. 

90 

C64 
Silkworm Mastertronic 

CJ's Elephant Antics Code Masters 

Supremacy Virgin 

Swiv Storm 

Super Monaco US Gold 

Bargains to be picked up here as two 
cheapies head the ratings. Slightly ironic, 
perhaps, to see a budget version of 
Silkworm outranking SWIV. 

AMSTRAD CPC 
Chip’s Challenge US Gold 88.34 

Loopz Audiogenic 86.5 

Light Corridor Infogrames 84 

Welltris Infogrames 81 

Xenon Mastertronic 79.5 

Infogrames grab the French flag from Ubi 
Soft with new conversions. Loopz and 
Welltris show that puzzles are one of the 
few genres free from format limitations 

IBM PC 
Speedball Mirror Image 95 

Red Baron Dynamix/Sierra 91.83 

Life and Death 2 Mindscape 89.95 

Links Accolade 85,5 

Jones in the Fast Lane Sierra . 77.34 I 
With Speedball 2 recently earning rave 
reviews, it's good to see the original can 
still hold its own with the games of today. 

WHAT THE FIGURES ABOVE MEAN... 
First, of course, you've got the game. Then the 
software house and - in the last column - the 
average score (converted to a percentage with 
typical ACE precision to two decimal places) the 
game received in ALL reviews during the last 
month. Don't forget that the review ratings are 
taken from all UK magazines, not just ACE, so we 
don't necessarily agree with some of the judge¬ 
ments here, but all review ratings are, to a certain 
extent, subjective. 
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HOW TO ENTER 
STEP ONE 
Find a postcard - or write your entry on the 
back of an envelope. Enter your name and 

address, a daytime telephone number if you 
have one, and the Round Number. 

STEP TWO 
Tell us your age and which machine you own. 
Just in case you win! 

STEP THREE 
Examine this month's charts. Then, using your 

knowledge of the games scene, try to predict 
which games will come top of the six machine 

specific charts. Finally, enter on your post¬ 
card: 

• the top game for the Spectrum 

• the top game for the C64 

• the top game for the CPC's 

t the top game for the IBM PC 

• the top game for the Amiga 

t the top game for the ST 

YOU DON'T HAVE TO ENTER A SUGGES¬ 
TION FOR EVERY MACHINE! But remember 

that your chances of winning may increase if 
you do. 

STEP FOUR (OPTIONAL) 
You can also try to predict which company will 

be at the top of next month's Stockmarket list¬ 
ing (see this page). Enter on the card: 

The top softco will be...(name of company)' 

STEP FIVE (OPTIONAL) 
If you want to go for the jackpot £150 prize, 

then select any of the previous categories and 
try to predict the top FIVE entries for next 

month instead of just the top one. Then tell us 
which category you're predicting for - it can 

be either the Stockmarket or any of the 

machine categories in Step Three. REMEMBER 

- YOU CAN ONLY SUBMIT ONE JACKPOT CAT¬ 
EGORY! 

STEP SIX 
Post the card (WITH a stamp!) to us to arrive 
not later than the closing date for this round 
(24th May). The address is: 

ACE Stockmarket 
30-32 Farringdon Lane 
London 
EC1R 3AU 
The first correct forecast for each category 

taken out of the hat wins the prize. If you get 

more than one entry correct, you'll be entered 
in further draws for each category, thus 

increasing your chances of winning a prize. 

And don't forget to include the Round Number! 

THIS IS 
ROUND 19 

Each month's competition has a round num¬ 

ber so that we can correctly identify entries. 

You MUST include the round number on your 

postcard otherwise your entry may not be 

processed correctly. 

THE RULES 
• All entries must be received by May 24th 1991. 

• No employees of EMAP, or of any company involved in the production, distri¬ 
bution, or sale of ACE Magazine are eligible for entry. 

• Only one entry per household. Proof of posting not held as proof of delivery. 

• We cannot undertake to deliver specific software titles as prizes, but rest 

assured that we will make every effort to ensure that the games get the 
adrenalin pumping! 

ATARI 
ST 

Midwinter 2 Rainbird 
Gods Bitmap Brothers 
Killing Cloud ~ Image Works 
Cybercon 3 US Gold 
Silkworm 16 Blitz 

Midwinter 2 and Gods score almost identi¬ 
cally to last month. Silkworm features in 
four formats in all; this ST rating of 81.25 
is its lowest mark in all the top fives. 

SPECTRUM 
Nightshift 

Hero's Quest 
Silkworm 

Lone Wolf 

Xenon 

US Gold 

Gremlin 

Mastertronic 

Audiogenic 

Mastertronic 

Strong Spectrum chart with five new titles 
all scoring highly. Again, budget titles score 
highly with Silkworm and Xenon 

Tel : (0268) 782949 

All items include postage 

and are sent 1st Class 

insured post. Please add 

£6 for 2/3 day courier 

for hardware. 

ATARI 
Lynx Machine.74.95 

Lynx Machine + PSU.89.95 

Lynx Machine + PSU+Cal Game. 109.95 
Lynx Cigar Cigarette Power Ad.9.95 

Lynx Kit Case.14.95 
Lynx Carrying Pouch.9.95 

Lynx Sun Visar.6.95 

Lynx Power Supply Unit.9.95 

Lynx Communications Cable.6.95 
Lynx Software FROM.19.95 

ATARI520STFM "Disco. Pack"....244.95 
ATARI520STFM "Turbo Pack".319.95 
ATARI1040STE "Family Cur.Pk" .359.95 
ROTEC RF880 Second ST 

Drive + PSU.64.95 

COMMODORE 
Commodore A500 "Standard Pack".309.95 

Amiga A500 "Screen Gems Pack".359.95 

Amiga A500 "Screen Gems Pack + A501".369.95 
Amiga A1500 + A1084SD Monitor.929.95 
ROTEC RF880 Second Amiga Drivre.54.95 

Philips CM8833 Mk2 Colour Monitor.239.95 
Latest Amiga Software Titles Available.CALL 

ACCESSORIES 
Mouse Mat.3.50 

Mouse Holder.2.50 

Printer Lead (PC/ST/AMIGA).’’’’’’’s'gs 

Citizen Swift 9 Colour Printer + Starter Kit.219.95 

OFFICE HOURS 
MON-FRI.10.00 -7.00PM 
SAT.9.30 - 7.00PM 
LATE NIGHT THURS 
TILL.9.30PM 

Please make cheques and postal orders payable to: 

GPS 

PO Box 571, 

Rayleigh, Essex. SS6 9NE 

CREDIT CARD HOTLINE : (0268) 782949 

Stocks subject to availability 

STEVE JACKSON’S 

GLADIATORSffiROMAN empire 

0898 800 891 
Calls are more expensive than ordinary telephone calls and should only be made with the permission of the subscriber. 
Calls cost 34p per min cheap and 45p per min all other times. Computerdial Ltd., Guildford, Surrey GUI 4JU. 
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{Telephone: 081-747 4757/081-742 1831 
TOP TITLES TOP TITLES COMPILATIONS 

TITLE 
Half Meg Upgrade .. 

ST AMIGA 
N/A 29 99 

3D Construction Kit.25.99 25.99 
IMegCricket.N/A 16.99 
4D Sports Boxing.16.99 16.99 
688Sub Attack.16.99 16.99 
Agony.18.99 18.99 
AlOTank Killer.18.99 18.99 
Alcatraz.15.99 15.99 
Action Station.N/A 18.99 
Bandit King of Ancient China.21.99 21.99 
Alpha Waves.15.99 15.99 
Armourgeddon.15.99 15.99 
AdvancedDestroyerSim(A.D.S.).18.99 18.99 
Addidas Golden Shoe.15.99 15.99 
Atomic Robo Kid.15.99 15.99 
A.W.S.O.M.E. 18.99 18.99 
Amazing Spiderman.15.99 15.99 
ATFII.15.99 15.99 
Blue Max.18.99 18.99 
Battle Command.14.99 14.99 
Billy the Kid.14.99 14.99 
Brat.15.99 15.99 
Battle Master.18.99 18.99 
Barbarian II (Psyghosis).16.99 16.99 
Back to the Golden Age.16.99 16.99 
BAT...... 22.99 22.99 
Battle Hawk 1942. 16.99 16.99 
Battle Chess..16.99 16.99 
Battle Chess 11.16.99 16.99 
Backtothe Future III.15.99 15.99 
Blade Warrior ..16.99 16.99 
Bomber Bob..16.99 16.99 
Brain Blaster.16.99 16.99 
Betrayal.18.99 18.99 
Buck Rogers.18.99 18.99 
Chips Challenge.16.99 16.99 
Cabal.N/A 14.99 
Cyberonlll.16.99 16.99 
Cotditz...18.99 18.99 
Chase HQ.14.99 14.99 
Chaos Strike Back.16.99 16.99 
Chuck Rock.15.99 15.99 
Chase HQ II.14.99 14.99 
Captive.15.99 15.99 
Carve Up.14.99 14.99 
Cruise fortheCorpse.16.99 16.99 
CrimeWave.16.99 16.99 
Cadaver.16.99 16.99 
CelicaGT4 Rally.15.99 15.99 
Chuck Yeagers ATF.15.99 15.99 
Centurion.16.99 16.99 
Carthage.16.99 16.99 
Corporation.9.99 9.99 
Dragon Lair II (Timewarp).26.99 26.99 
Dragon Wars.16.99 16.99 
Dynamite Debugger.15.99 15.99 
Dragon Lair.26.99 26.99 
Dragon Ninja.13.99 13.99 
Daysof Thunder.15.99 15.99 
Dick Tracey.15.99 15.99 
Epic.14.99 14.99 
ESWAT.. 16.99 16.99 
Euro Superleague.13.99 13.99 
FI 6 Combat Pilot.16.99 16.99 
F19Retaliator.14.99 14.99 
F19Stealth Fighter.19.99 19.99 
Final Conflict.16.99 16.99 
Final Whistle...;...8.99 8.99 
Feudal Lords.16.99 16.99 
F117A.:.21.99 21.99 
Fore Ray.15.99 15.99 
Flightof the Intruder.18.99 18.99 
F15StrikeEaglel.18.99 18.99 
Future Baseball.16.99 16.99 
Gunship2000.21.99 21.99 
Genghis Khan.21.99 2l .99 
Gettysburg. 18 99 18.99 
Gauntlet II1.16.99 16.99 
Gods.15.99 15.99 
Golden Axe.15.99 15.99 
Goldenof the Aztecs.15.99 15.99 
Gun Boat.16.99 16.99 
Harpoon (INeg).19.99 19.99 
Hill Street Blues.18.99 18.99 
HardDrivinll.14.99 14.99 
Hawk.19.99 19.99 
Heros Quest (1 Meg).21.99 21.99 
Imperium...16.99 16.99 
Immortals...15.99 15.99 
Iron Lord.15 .99 15 .99 
International Ice Hockey.16.99 16.99 
Indianapolis500.1. 16.99 16.99 
Ishido.  18.99 18.99 
Ivanhoe.14.99 14.99 
James Pond.14.99 14.99 
JupitersMasterdrive.15.99 15.99 
KiNing Cloud.15.99 15.99 
KickOff 11(1 Meg). 15.99 15.99 
KickOff II (Half 1 Meg).12.99 12.99 
Lemmings.15.99 15.99 

TITLE ST 
Lost Patrol.14 .99 
LineofFire.16.99 
Loom..... 18.99 
Last Ninja III.15.99 
Leisure Suit?????.21.99 
Lotus Esprit.15.99 
Ml Tank Platoon.19.99 
Magnetic Scroll.18.99 
Metal Master.15.99 
Mad Professor Moriarti.15.99 
Midnight Resistance.14.99 
Midwinter.19.99 
Midwinter 11.19.99 
Moonshine Racers.15.99 
Myth.15.99 
Mystical.15.99 
Mig 29 (Fulcrum)...21.99 
Monkey Island.i..16.99 
M.U.D.S.15.99 
Murder.16.99 
Nam 1965-1975.18.99 
Narc.14.99 
Nightshift.16.99 
Nightbreed (Arcade).14.99 
Navey Seals...14.99 
Nightbreed (Adventure).14.99 
Neverending Story II.16.99 
Ninja Remix.14.99 
Nitro.  15.99 
Obitus.21.99 
Operation Stealth.16.99 
Operation Thunderbolt.14.99 
Pang.14.99 
Predator II.„.15.99 
PGA Golf Tour.16.99 
Plotting.14.99 
Panza Kick Boxing.16.99 
Puznic.14.99 
ParadrokJ90.16.99 
Populas + Sim City.21.99 
Powerhouse.18.99 
Prince of Persia.15.99 
Rainbow Islands.14.99 
Renegade (Coin Op-Hits).14.99 
R-Typell.16.99 
Rick Dangerous 11.16.99 
Robocop.13.99 
Robocopll.14.99 
RogueTrooper.14.99 
Savage Empire.19.99 
StarTrekV.16.99 
Shadow Warrior.14.99 
Sim Earth.16.99 
Star Control.16.99 
SuperCarsll.15.99 
Shadowofthe Beast II.15.99 
ShadowDancer.16.99 
Sly Spy...14 .99 
Ski or Die.16.99 
Space Age.26.99 
Speedballll.15.99 
Snow Joke. 15.99 
Spiderll.15.99 
Super of Road Racing.15.99 
Super Monaco.16.99 
Switch Blade II.15.99 
Spindizzy Worlds.16.99 
Supremacy.;.19.99 
SWIV.15.99 
TeamSuzuki.15.99 
Team Yankee.19.99 
Teenage Mutant Heroes.16.99 
The Punisher.16.99 
Railroad Tycoon..16.99 
TestDrivelll.15.99 
Their Finest Hour.19.99 
Torvak the Warrior.15.99 
Toki.14.99 
Total Recall.  14.99 
Tournament Golf.. 
Turrican.14.99 
Turricanll.15.99 
Ultimate V. 18.99 
Ultimate Ride.16.99 
UMS. 18.99 
UN Squadron.15.99 
USS John Young.16.99 
Vaxine.  15.99 
Vendetta.16.99 
Viz.15.99 
Voodoo Nightmare.15.99 
Wings (Half Meg).18.99 
Wings (1 Meg).18.99 
White Death (1 Meg).18.99 
Warlock the Avenger.14.99 
Wonderland.18.99 
Wolfpack.18.99 
Wrath of the Demos.18.99 
Xiphos.  16.99 
ZOut.16.99 
Ziltrax. 16.99 
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HOLLYWOOD COLLECTION 
RoboCop, Ghostbusters 2, Indiana Jones, 

Batman The Movie 
ALL FOUR GAMES FOR ONLY £17.99 

EDITION ONE 
Double Dragon, Xenon, Gemini Wing and 

Silkworm 
ALL FOUR GAMES FOR ONLY £15.99 

POWER PACK 
Xenon 2, TV Sports Football, Bloodwych and 

Lombard Rally 
ALL FOUR GAMES FOR ONLY £14.99 

SOCCER MANIA 
Football Manager 2, Gazza’s Soccer, Microprose 

Soccer and Football Manager 2 World Cup Edition 
ALL FOUR GAMES FOR ONLY £16.99 

TNT 
Hard Drivin, APB, Xybots, Toobin and 

Dragon Spirit 
ALL FIVE GAMES FOR ONLY £15.99 

FULL BLAST 
Chicago 90, Rick Dangerous, Highway Patrol 2, 

P47, Carrier Command and Ferrari Formula One 
ALL SIX GAMES FOR ONLY 17.99 

LIGHT FORCE 
Bio Challenge IK+, Voyager and R Type 
ALL FOUR GAMES FOR ONLY £14.99 

CHALLENGERS 
Kick Off, Super Ski, Fighter Bomber, Great 

Courts and Stuntcar Racer 
ALL FIVE GAMES FOR ONLY £17.99 

FUN BOX 
Kult Purple, Saturn Days, Hostages and Op 

Neptune 
ALL FOUR GAMES FOR ONLY £8.99 

FLIGHT COMMAND 
Eliminator, Strike Force Harrier, Lancaster, 

Sky Fox and Sky Chase 
ALL FIVE GAMES FOR ONLY £12.99 

MASTER MIX 
Super Wonderbox, Turbo Outrun, Dynamite 

Sux, Thunderblade and Crackdown 
ALL FIVE GAMES FOR ONLY £16.99 

COMPUTER HITS VOL 2 
Tetris, Joe Blade Golden Path and 

Black Shadow 
ALL FOUR GAMES FOR ONLY £6.99 

PLATINUM 
Black Tiger Stneder, Forgotton Worlds and 

Ghouls and Ghost 
ALL FOUR GAMES FOR ONLY £16.99 

MIND GAMES 
Austeriitz, Waterloo and Conflict in Europe 
ALL THREE GAMES FOR ONLY £14.99 

HEROES 
Barbarian 2, Running Man, Star Wars andd 

Licence to Kill 
ALL FOUR GAMES FOR ONLY £16.99 

BIG BOX 
Captain Blood, Safari Guns, Teenage Queen, Bubble 

Plus, Tin Tin on the Moon, Purple Saturn Day, 
Krypton Egg. Jumping Jackson, Bo Bo, Hostages 

ALL Ttfrl GAMES FOR 6NLY £16.99 

MAGNUM 4 
Afterburner, Double Dragon, Operation Wolf and 

Batman Caper 
ALL FOUR GAMES FOR ONLY £17.99 

FIST OF FURY 
Dynamite Dux, Shinobi, Ninja Warriors, 

Double Dragon II 
ALL FOUR GAMES FOR ONLY £16.99 

WHEELS OF FIRE 
Hard Drivin’, Chase HQ, Powerdrift and 

Turbo Outrun 
ALL FOUR GAMES FOR ONLY £15.99 

POWER UP 
Altered Beast, Rainbow Island, X Out, 

Chase HQ, Turrican 
ALL FIVE GAMES FOR ONLY £17.99 

PRECIOUS METAL 
Xenon, Captain Blood, Crazy Cars and Arkanok 

ALL FOUR GAMES FOR ONLY £14.99 

BUDGET 1 
Trivial Pursuit. .N/A 
Photon Paint. . N/A 
Super Hang On. .6.99 
Afterburner. .6.99 
R-Type. .6.99 
Batman Caped Crusader. 
Last Ninja II. .6.99 
Thunderbird. 6 99 
Blasteroid. 699 
Vigilante. .6.99 
Road Blaster. .6.99 
WCLeaderbuard. .6.99 
Gauntlet. .6.99 
Barbarian II. 699 
Axel Magic (Hammer) .6.99 
Old Run. .6.99 
SilkWorm. .6.99 
Double Dragon. .6.99 
AfterBumer. 699 
Wizball. .6.99 
Arknoidll. .6.99 
Future Bike. 6 99 
Hong Kong Phoey. .6.99 
Michael Jackson Moonwalker... .6.99 
Def of the Earth. .6.99 

6.99 
6.99 
6.99 

Centrefold Squares.  6.99 6.99 
Delux Strip Poker.6.99 6.99 
Daily Double Horse Racing. 6.99 6 99 
Colossus Chess.7.99 7.99 
Tank Attack. 7.99 7.99 
Shadow of the Beast. 8 99 8.99 
Hawkeye.N/A 7.99 
Carrier Command.N/A 8.99 
Crazy Cars. 6 99 6 99 
Continental Circus.6.99 6.99 
HitchHikersGuidetoGalaxy. 8.99 8.99 
LeatherGoddessofPhobos. 8.99 8.99 
Zorkl. 8.99 8 99 
Cosmic Pirates. 6.99 6.99 
Rotor...6.99 6.99 
Colorado....6.99 6 99 
Xenon.  8.99 8.99 
Grid Runner.....;. 6.99 6.99 
GeminiWing....6.99 6.99 
Operation Wolf. 6.99 6.99 
Defender of the Crown .. 8.99 8.99 
Forgotten Worlds. 6.99 6.99 
Switch Blade.6.99 6.99 
Speed ball.. 

6.9 
6.9 
6.99 Daley Thompson Olympic Chall.6.99 

0898-666416 24 HOUR CREDIT CARD LINE 
Please make cheques and PO’s payable to Legend Software 
Computer_ 
Title Price Title 

Access 
_ Date_ 
Price Name_ 
_ Address. 

□ Visa □ 

_Postcode 
Telephone  



pink pages 

Well, well, well! Aren't you 
lucky? Once again ACE is 
printing the full hardware 

specifications for all major consoles 
and computers. The consoles start 
here, and turn to page 104 for the 
computers. All the data have been 
thoroughly updated to provide you 
with an at-a-glance guide to all the 
major machines you'll find on the 
high street. 

Supplier telephone numbers are 
their own unless PR agencies are 
available. As a general rule, however, 
your local dealer should be the first 
place to start asking questions. 

The Star Ratings go from one 
(poor) to five (excellent). But remem¬ 
ber - these should be taken into 
account along with your own needs 
and preferences. 

AMSTRAD GX4000 

Package: GX4000 console, 2 con¬ 
trollers and Burning Rubber game. 
Processor: 4MHz Z80A 
Console Memory: 64K 
Recommended Retail Price: £99 
Contact: Amstrad 0782 566344 
IN BRIEF 
Amstrad have partly gone up the 
Commodore path, but have wisely 
taken the opportunity to upgrade 
the hardware. The palette is 
increased, with multitasking hard¬ 
ware scrolling and 16 hardware 
sprites increasing to 32 with inter¬ 
rupt tricks. Unfortunately the sound 
chip is the same old tinny one used 
in the CPCs, albeit in stereo - you 
can't have everything, I suppose. 
While some software houses express 
reservations of the machine being a 
success outside Europe (and hence 
reticent about committing support 
to it), many are working on titles for 
the machine. 
GRAPHICS 
Resolution: Same as Amstrad CPC. 
Palette: 4096 
Colours: 32 
TV: Yes. 
Monitor Output: Yes. 
Monitor Supplied: No. 
Monitor Options: SCART, Amstrad 
socket. 
Sprites: 16, 32 with hardware inter¬ 
rupts. 
Speed: Good for 8-bit technology. 
SOUND 
Speaker Quality: Depends on 
TV/monitor. 

MIDI: No. 
Stereo Output: Yes. 
Performance: Unimpressive 3 chan¬ 
nel chip as on old CPCs, but now runs 
independently of main processor. 
HARDWARE 
Joystick: 2 game controllers sup¬ 
plied. 
Ports: Monitor/TV ports, stereo 
headphone socket, 3 joystick ports (2 
digital, 1 analogue). 
SOFTWARE 
Price: Around £25. 
Cartridge Memory: 128K 
Existing Software Base: Small.but 
growing fast. 
Current Releases: Thirty titles due 
by January 1991. 
Prospects: Very good, with several 
software houses working on titles. 
BUYLINES 
Best Buy Price: As RRP. 
Second Hand Availability: None as 
yet. 
Maintenance: One year guarantee. 

STAR RATINGS 
Graphics: *** 
Sound: *★* 
Expansion: ★* 
Overall: **** 

ATARI LYNX 

Package: Lynx with California 
Games. 
Processor: 16MHz 6502 
Console Memory: 64K 
Recommended Retail Price: 
£129.95 
Contact: Atari PR 071 388 9871 

IN BRIEF 
The Lynx was designed by a team 
including RJ Mical, one of the men 
behind the Amiga. If that doesn't 
convince you consider it runs a fast 
6502, has 8Mb of game storage on 
its cards and supports multi-player 
games. The graphics hardware has 
built in hardware scrolling and 
image scaling. Software is a little 
thin at the moment but bound to 
increase during 1991. 
GRAPHICS 
Resolution: 160 x 102 
Palette: 4096 
Colours: 16 
TV: No 
Monitor Output: No 
Monitor Supplied: Yes - 3.5 inch 
backlit colour LCD 

Monitor Options: None 
Sprites: Special graphics hardware 
effectively treats ALL screen objects 
as sprites! 
Speed: Fast 
SOUND 
Speaker Quality: Very good 
MIDI: No 
Stereo Output: Yes 
Performance: 4 channel, 5 octave 
stereo sound has to be heard to be 
believed. 

HARDWARE 
Joystick: 4 way joypad. 
Ports: Cartridge port; multi-player 
port; miniature stereo headphone 
jack. 

SOFTWARE 
Price: £30-35. 
Cartridge Memory: 8Mb 
Existing Software Base: Very 
small. 
Current Releases: California Games 
is a great freebie. 
Prospects: Uncertain but several 
new titles in the pipeline. 
BUYLINES 
Best Buy Price: As RRP 
Second Hand Availability: Very 
few 
Maintenance: One year's guaran¬ 
tee. 

STAR RATINGS 
Graphics: ***** 
Sound: ***** 
Expansion: * 
Overall: ** 

ATARI VCS 

Package: Both VCS2600 and 
VCS7800 come with controller and 
free game. 
Processor: 6507 (2600)/6502 (7800) 
Console Memory: Not known. 
Recommended Retail Price: 
VCS2600 £39.99; VCS7800 £69.99 
Contact: Atari PR 071 388 9871 

IN BRIEF 
The VCS2600 is a reboxed version of 
the original Atari console which, 
until a couple of years ago, remained 
the best selling home games system 
of all time. The VCS7800 is a tarted- 
up version of the VCS2600 with a 
faster processor, slightly better sound 
and vastly improved graphics. 
GRAPHICS 
Resolution: 192 x 160 (2600); 320 x 
242 (7800) 

Palette: 16 (2600)/256 (7800) 
Colours: 4 (2600)/16 (7800) 
TV: Yes 
Monitor Output: No 
Monitor Supplied: No 
Monitor Options: No 
Sprites: N/A/64 
Speed: Slow 
SOUND 
Speaker Quality: Depends on TV 
MIDI: No 
Stereo Output: No 
Performance: Limited to 1 channel 
on 2600 and two on 7800. 
HARDWARE 
Joystick: Supplied 
Ports: 2 x 9 pin D for joysticks; 
TV; cartridge port. 
SOFTWARE 
Price: £7-13. 
Cartridge Memory: Not known. 
Existing Software Base: Small 
Current Releases: Rare 
Prospects: Unsure in the light of 
new competition from Japan. 
BUYLINES 
Best Buy Price: As RRP. 
Second Hand Availability: Worth 
looking 
Maintenance: One year's guaran¬ 
tee. 

STAR RATINGS 
2600 7800 

Graphics: * ** 
Sound: * ** 
Expansion: None None 
Overall: * ** 

C64 GAMES SYSTEM 

Package: C64GS console, controller 
and 4 games (/C/ax, Fiendish Freddy, 
Flimbo's Quest and International 
Soccer). 
Processor: 1MHz 6502 
Console Memory: 64K 
Recommended Retail Price: 
£99.99 
Contact: Commodore 0628 770088 

IN BRIEF 
Take a Commodore C64 computer, 
remove the keyboard and stick it in 
an unattractive slab of a box and 
what have you got? A "new" con¬ 
sole! Sales so far have been less than 
impressive. 

GRAPHICS 
Resolution: 160 x 200 in multicolour 
mode. 
Palette: 16 
Colours: 16 
TV: Yes 
Monitor Output: Yes 
Monitor Supplied: No 
Monitor Options: RGB 
Sprites: 8 
Speed: Slow CPU, helped out by the 
64‘s custom graphics and sound 
chips. 
SOUND 
Speaker Quality: Depends on 
TV/monitor 
MIDI: No 
Stereo Output: No 
Performance: 3 channel SAM - one 
of the best 8-bit sound chips. 

ADVANCED COMPUTER ENTERTAINMENT 



HARDWARE 
Joystick: Joypad supplied. 
Ports: None 
SOFTWARE 
Price: Around £25. 
Cartridge Memory: 4Mbits. 
Existing Software Base: 
Potentially huge, but small at the 
moment. Commodore anticipate 
around 100 titles by Xmas. 
Current Releases: Plenty forthcom¬ 
ing from various software houses. 
Prospects: Uncertain. Do people 
really want a console version of an 
ageing, though admittedly good, 
computer? Software support is likely 
to be pretty good for a while at 
least. 
BUYLINES 
Best Buy Price: As RRP. 
Second Hand Availability: None 
Maintenance: One year guarantee. 

STAR RATINGS 

Graphics: ★★★ 
Sound: ★★★ 
Expansion: it 

Overall: ★★ 

NINTENDO NES 

Package: Standard Pack includes 
console, plus 2 game controllers and 
Super Mario Brothers game. Mutant 
Machine pack as above but substi¬ 
tutes Turtles game for Mario. Action 
Pack as Standard, but includes 
Zapper gun and Duck Hunt game. 
Processor: 6502. 
Console Memory: 2K. 
Recommended Retail Price: 
Standard Pack £79.95; Deluxe Pack 
£99.95. 
Contact: Deighton PR 071.836 2973 

IN BRIEF 
The world's largest selling console, 
largely because of the playability of 
some of its games rather than its 
hardware, which is 8-bit average. 
GRAPHICS 
Resolution: 256 x 240 
Palette: 52 
Colours: 16 
TV: Yes 
Monitor Output: Yes 
Monitor Supplied: No 
Monitor Options: RGB, SCART 
Sprites: 64 
Speed: Average 
SOUND 
Speaker Quality: N/A 
Stereo Output: No 
Performance: Average 
HARDWARE 
Joystick: 2 dedicated controllers 
supplied. IR wireless controllers with 
30ft range available for £39.95. 
Ports: None out of the ordinary. 
SOFTWARE 
Price: £20-40. 
Cartridge Memory: 1 Mb. 
Existing Software Base: Over 50 
titles available here. Many more 
available in Japan but these require 
a converter to run. 
Current Releases: Nintendo predict 
about 2-3 titles per month. 

Prospects: In the UK, improving 
due to increased support - but this is 
yesterday's technology. 
Software Loading: Instant 

BUYLINES 
Best Buy Price: As RRP. 
Second Hand Availability: A few. 
Maintenance: One year's guaran¬ 
tee. Faulty machines return to deal¬ 
er. 

STAR RATINGS 

Graphics: ★★★ 
Sound: 
Expansion: ★★★★ 
Overall: ★★★ 

NINTENDO GAMEBOY 

Package: Main unit with Tetris 
game. 
Processor: 1MHz customised 8-bit 
Z80A. 
Console Memory: 8K 
Recommended Retail Price: 
£69.99. 
Contact: Deighton PR 071 836 2973 

IN BRIEF 
Nintendo were the first company to 
produce a dedicated handheld con¬ 
sole and now it seems everyone 
wants to get in on the act. On reflec¬ 
tion even the Game Boy was a long 
time coming since the technology 
employed by the display is starting 
to look dated. Not to be dismissed 
simply because of mono graphics - 
this machine has some superb titles 
and games making use of the two- 
player link-up option are tremen¬ 
dous fun (esp Tetris). 
GRAPHICS 
Resolution: 20 x 18 characters. 
Colours: 4 grey shades. 
Monitor Supplied: Yes - LCD dis¬ 
play is lit by ambient light. 
Sprites: 40 8 x 8 pixels. 
Speed: Fast for what it is. 
SOUND 
Speaker Quality: Depends on 
headphones. 
Stereo Output: Yes 
Performance: Plays a lot better 
than it looks. 
HARDWARE 
Joystick: Built-in 8-way joypad. 
Ports: Headphone socket;dual- 
machine interface. 
SOFTWARE 
Price: £20-25. 
Cartridge Memory: 64K 
Existing Software Base: The best 
for any handheld. 
Current Releases: Increasing 
Prospects: Excellent 

BUYLINES 
Best Buy Price: As RRP 
Second Hand Availability: None. 
Maintenance: One year's warranty 
STAR RATINGS 
Graphics: ★★★ 
Sound: ★★Arfir 
Expansion: Dual machine interface 
has lots of potential. 
Overall: tttti 

NEC PC ENGINE 

Package: Console unit, controller 
and free game 
Processor: 7.8 MHz 65C02. 
Console Memory: 64K internal, 8K 
video. (Turbographx: 128K internal, 
32K video.) 
Recommended Retail Price: N/A 
(US price around $199) 
Contact: Local dealers 

IN BRIEF 
Sadly, it now seems unlikely that this 
machine will ever be officially sup¬ 
ported by NEC in the UK. Its CD-ROM 
add-on drive is now the largest sell¬ 
ing CD unit on the market and is 
responsible for much of the recent 
increase in CD development. There's 
also a 16-bit version, vastly more 
powerful, called the Turbographx, 
but this is only rarely available 
through importers and at a price - 
usually around £300. NEC also have a 
handheld version of the Engine 
which is software compatible with 
its larger brother. 
GRAPHICS 
Resolution: 256 x 216 
Palette: 512 (Turbographx: 1024) 
Colours: 32-16 background and 16 
shared by sprites. 
TV: Yes 
Monitor Output: N/A 
Monitor Supplied: No 
Monitor Options: N/A 
Sprites: 64 (Turbographx: 128) 
Speed: Very fast considering this is 
an 8-bit! 
SOUND 
Speaker Quality: Depends on mon¬ 
itor. 
MIDI: No 
Stereo Output: Yes 
Performance: 6-channel stereo 

HARDWARE 
Disk Format: CD ROM at extra cost. 
Disk Price: Read-only so N/A 
Disk Performance: Superb - the CD 
ROM adds a new dimension. 
Joystick: Supplied with dedicated 
controller. 

SOFTWARE 
Price: Around £25-40 imported. 
Cartridge Memory: Not known. 
Existing Software Base: Large 
Current Releases: Increasing. 
Prospects: Good. 
BUYLINES 
Best Buy Price: Grey import. 
Second Hand Availability: V Rare 
Maintenance: Watch out - grey 
imported machines rarely have any 
real warranty. 
STAR RATINGS 

Graphics: ★★★★ 
Sound: ★★★★ 
Expansion: ★★★★ 
Overall: irir^hk 

SEGA MASTER 

Package: Console using cartridge or 
smart card plus game controller and 
Alex Kidd in Miracle World game. 

Recommended Retail Price: 
£79.99; £99.95 (+ light gun); £129.95 
(+ light gun and 3D glasses). 
Processor: Z80. 
Console Memory: 32K. 
Contact: Virgin Mastertronic 071 
727 8070 

IN BRIEF 
Japanese software base is not as 
good as Nintendo's but more titles 
reach UK. Mastertronic have given 
good support to the machine so the 
prospects look good. Like the 
Nintendo, however, this 8-bit 
machine uses established but dated 
technology. 
GRAPHICS 
Resolution: 256 x 192 
Palette: 64 
Colours: 16 
TV: Yes 
Monitor: No 
Sprites: 64 
SOUND 
Speaker Quality: Depends on TV. 
Performance: 3 channels. 
HARDWARE 
Joystick: Game controller supplied. 
SOFTWARE 
Price: £10-40 (typically £25) 
Cartridge Memory: Not known. 
Existing Software Base: Very 
good. 
Current Releases: Good 
Prospects: As good as 
any 8-bit console. 

BUYLINES 
Best Buy Price: As RRP 
Second Hand Availability: Some 
Maintenance: One year's guaran¬ 
tee. Faulty machines return to deal¬ 
er. 

STAR RATINGS 

Graphics: ★★★ 
Sound: ★★★ 
Expansion: ★★★ 
Overall: ★★★ 

SEGA MEGADRIVE 

Package: Console unit, controller, 
and Altered Beast game. 
Processor: 8 MHz 68000 + Z80B 
Console Memory: 74K main, 64K 
video. 
Recommended Retail Price: 
£189.99. 
Contact: Virgin Mastertronic 071 
727 8070 

IN BRIEF 
Excellent example of the new 16-bit 
console technologies. The first 
decent 16-bit console to receive offi¬ 
cial support in the UK. 

GRAPHICS 
Resolution: 320 x 224 
Palette: 512 
Colours: 64 
TV: Yes 
Monitor: No 
Sprites: 80 
Speed: Very fast 
SOUND 
Speaker Quality: N/A 
MIDI: No 

ADVANCED COMPUTER ENTERTAINMENT 
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Stereo Output: Yes 
Performance: 12 channel stereo 
sound is produced by a custom FM 
chip and sounds fantastic. 
HARDWARE 
Joystick: Dedicated controller sup¬ 
plied. 

SOFTWARE 
Price: £30-50 (typically £35). 
Cartridge Memory: Not known. 
Existing Software Base: Good 
Current Releases: Few in UK at pre¬ 
sent 
Prospects: Very good. 

BUYLINES 
Best Buy Price: As RRP 
Second Hand Availability: N/A 
Maintenance: One year on UK 
machines. 

STAR RATINGS 

Graphics: 
Sound: ^ 
Expansion: ★★★ 
Overall: ★★★★★ 
Package: Console unit, controller 

SNK NEO-GEO 

unit and memory card (can store 27 
games scores). 
Processor: 12MHz 68000 + 4MHz 
Z80A support. 
Console Memory: 64K work RAM, 
64K video RAM. 
Recommended Retail Price: £399 
Contact: Active Sales 081 752 0260 

IN BRIEF 
Technically the most advanced con¬ 
sole currently available, the games 
are of arcade quality, with huge 
sprites and excellent sound, 
although the gameplay is a little 
lacking in the current crop of titles. 
The game cartridges can store up to 
330 Mbits of data, but this is reflect¬ 
ed in their price - £199.99! All is not 
lost, since Active Sales have launched 
a club where members can rent soft¬ 
ware for £25 a month. Definitely the 
system to have if you want to pose, 
and to be very poor! 
GRAPHICS 
Resolution: Arcade quality. 
Palette: 65536 
Colours: 4096 
TV: Yes 
Monitor Output: Yes 
Monitor Supplied: No 
Monitor Options: RGB, SCART 
Sprites: 380 
Speed: Remarkable 
SOUND 
Speaker Quality: Depends on 
TV/monitor 
MIDI: No 
Stereo Output: Yes 
Performance: 13 channel stereo. 
HARDWARE 
Joystick: Supplied, second available 
for around £70. 
Ports: Walkman socket 
SOFTWARE 
Price: £200. 
Cartridge Memory: 330 Mbits. 
Existing Software Base: Small. 

Current Releases: 12 planned by 
the end of the year. 
Prospects: Uncertain, but the mem¬ 
bers' club could help swing chance in 
its favour. 

BUYLINES 
Best Buy Price: As RRP. 
Second Hand Availability: None as 
yet. 
Maintenance: One year's guaran¬ 
tee. 

STAR RATINGS 
Graphics: ★★★★★ 
Sound: 
Expansion: ★ 
Overall: ★★★★ 

SUPER FAMICOM 

Package: Console unit, controller 
unit and Super Marioland. 
Processor: 3.58 MHz 65C816. 
Console Memory: Not known 
Recommended Retail Price: N/A 
(Japan price = £100) 
Contact: Local dealers 

IN BRIEF 
Just this time, believe the hype. 
Although not hugely superior to the 
Megadrive technically (although the 
improvements ARE noticeable), it's 
the games that impress - with Mario 
being one of the best games ever! 
GRAPHICS 
Resolution: 512 x 512.. 

Palette: 32,768 
Colours: 256 
TV: Yes 
Monitor Output: Yes 
Monitor Supplied: No 
Monitor Options: RGB, SCART 
Sprites: 128. 
Speed: Remarkable 
SOUND 
Speaker Quality: Depends on 
TV/monitor 
MIDI: No 
Stereo Output: Yes 
Performance: 8 Channel custom 16- 
bit PCM/digital. 
HARDWARE 
Joystick: Supplied. 
Ports: One big expansion port. 
SOFTWARE 
Price: £40-50. 
Cartridge Memory: 16 Mb.. 
Existing Software Base: Small. 
Current Releases: Lots, and plenty 
more planned. 
Prospects: How can it fail? Back 
orders were in the millions before it 
was launched. 
BUYLINES 
Best Buy Price: Grey import. 
Second Hand Availability: None as 
yet. 
Maintenance: Take care- grey 
imports are rarely under warranty. 

STAR RATINGS 

Graphics: ★★★★★ 
Sound: ★★★★★ 
Expansion: ★★★★ 
Overall: ★★★★★ 

7 DAY 24 HOUR CREDIT CARD HOTLINE (0342)317998 
MOST GOODS READY FOR IMMEDIATE 1STCLASS DESPATCH 

Postal orders & Cheques to> 
22 Dorman's Park Road 
East Grinstead 
West Sussex RH19 3EJ 

We Promise to 

match any price 
advertised in this 
magazine.Just tell 
us the price and 

we will meet it. 

Accountant Plus V 3.3 215.99 

Accountant V3.3 132.99 

Amiga Home Office 119.99 

Arena Accounts 129.49 

Financial Controller 331.49 

Fleet Street Publisher 105.99 

Hi-Soft Basic 65.49 

K-Sread 2 49.49 

K-Spread 4(Atari only) 95.49 

Lattice’CVS 174.99 

Prodata 65.49 

S.B.A. Cash 64.99 

Superbase Personal II 74.99 

Games G©imsofl@s 
Super Famicon + 
any two games 
(SCART) 295.49 
(PAL) 329.95 
*Full one year g'tee* 

-All Games 38.99- 
Actraiser/Astro Laiser/BigRun/ 
Bomboozal/FZero/FinalFlight/ 
Gradius Ill/Hole In One Golf/Pilot 
Wings/SuperMarioWorld/Darius 
Twin Populous/UltraMan/Power- 
monger 

+ many more 

PC En. GTHandheld 
+ any game 275.99 

-All Games 32.59- 
ChaseHQ/DieHard/Golf/ 
Afterburner/R-Type ll/Mr.Heili/ 
Wonderboy/ViolentSoldier/ 
OverhauledMan/NinjaSpirit/ 
Jacki Chan/FI Circus/Super 
Star Soldier/Final Blaster/ 
Phsycic Chaser/Hellfire/ 
Shinobi/Cybercore/Bloody 
Wolf/Dead Moon/Devil Crush/ 
Power-drift/Rabid Lepus/Space 
Harrier/Cyber Comabt Police/ 
Yokia Dochuki/Paranoia/ 

+ many more 

Atari Lynx -i-usual 
pack 115.99 
-All Games 22.49- 

Blue Lightning/Basketball/Chip's 
Challenge/Electro Cop/Pacland/ 
Ms. Pacman/NFL Superbowl/ 

Rygar/Robo Squash/STUN 

Runner/Scrapyard Dog/Shangai/ 
Warbirds/Zarlor Mercenary/ 

Gates Of Zendocon/Xenophobe/ 
Slime World/Rampage/ 

+ many more 

Sega Game Gear + 
any game 135.99 
-All Games 22.99- 

Wonder boy/Mickey Mouse/ 
Phsycic World/Super Monaco 
/GLoc/DragonCrystal/Majhong 
Sokobhan/Head Busters/Pop 
Breaker/Baseball '91/Devilish/ 

+ many more 

Sega Megadrive* 
any game 
(Import) 159.99 
(British) 135.49 
-All Games 24.99- 

LastBattie/Thunderforcell/Dick 
Tracey/Joe Montana/TigerHeli/ 
PGA Tour Golf/Strider/Atomic 
Robokid/SonicTheHedgehog/ 
World CupSoccer/Crackdown/ 

+ many more 

CONSOLE * QUEST 
Tel: (0903) 63786 / 693623 Fax : (0903) 692744 

Office hours : 10am-1 pm 2-7pm Mon-Fri 

TIP : GAME PLAYING MADE EASY - ALL YOU DO IS BUY 
FIRST, PLAY LATER 

Will you be at the Computer Shopper Show at Alexander Palace on 10-12 May? We will 

be for ACE deals on Stand El5. See you there. 

However, if you can't make the show or want the goods now, we have today on offer the 

MEGADRIVE, GAME GEAR, FAMICON, PC ENGINE, GAMEBOY, LYNX & NEO 

GEO. At CQ, we run the OFFICIAL UK NEO GEO rental club too. 

A MEGADRIVE or PC ENGINE costs only £135 for instance. A GAMEBOY with the 

game of your choice from only £69.50. We sell the FAMICON plus all the games. ALL 

MACHINES CARRY A 1 YEAR GUARANTEE. 

On placing this advertisemnt, our stocks included the following:- 

fiAMEPQY FAMICON megadrive LYNX GAME GEAR 
ROLAN'S CURSE TWIN DARIUS DICK TRACY RYGAR MICKEY MOUSE 
HAL WRESTLING BIG RUN VERYTEX SHANGHAI DARK CRYSTAL 
BURAI FIGHTER AUGUSTA SUPER AIRW0LF KLAX G-L0C 
R0B0C0P PIL0TWINGS GYN0UG MSPACMAN CHASE HQ 
FASTEST LAP ACT RAISER MIDNIGHT RES PAPERBOY PSYCHIC WORLD 
POWER MISSION SUPER MARIO TIGER HELI SLIMEW0RLD WOODY POP 
GODZILLA ULTRAMAN E.MASTER ELECTR0C0P HEAD BUSTER 
+ Lots, Lots more for all at wicked prices 

We also take in exchanges and sell second hand games & machines. The pre-owned game 

prices range from £15 - £35, this covers ALL formats above plus the PC ENGINE. PRE- 

owned machines cost £55 for GAMEBOY, £100 for MEGADRIVE, £95 for PC ENGINE 

& £250 for NEO - GEO. 

We are here to help you obtain the maximum pleasure from your 

machine. At Console Quest, we play them too, you know! 

CONSOLE QUEST, 

1 ASHACRE MEWS, 

OFFINGTON, WORTHING, 

W.SUSSEX BN 1 3 21)E. 
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PART 2: 
The computer sec¬ 
tion starts here. 
Read on... 

ACORN ARCHIMEDES 

Models: Archimedes 310, 3000, 410 
420, 440 
Package: keyboard, mouse and 
drive: keyboard mouse and drive 
plus monitor (colour or mono); 
Memory: 3000 512K; 310 1Mb; 410 
1Mb; 420 2Mb; 440 4Mb 
Processor: Acorn ARM 
RRP: Prices range from £789.97 for 
A3000 alone to £2644.60 for A440 
with colour monitor 
Contact: Acorn 0223 245200 

IN BRIEF 
Still the cutting edge of micro tech¬ 
nology. Acorn's ARM is about the 
fastest thing this side of a Cray. This 
very exciting machine - although 
gathering admirers since the intro¬ 
duction of the A3000 - still lacks a 
good games software base and is 
best left to the enthusiast. 

GRAPHICS 
Resolution: 320 x 256 or 640 x 256 
with normal monitors. 640 x 512 
available with multi-sync monitors. 
Palette: 4096 
Colours: From mono up to 256 (320 
x 256) or 16(640x512). 
TV: No 
Monitor Output: Mono composite 
video: colour - RGB + sync. 
Monitor Supplied: Depends on 
package bought. 
Monitor Options: Acorn dedicated 
14 inch medium res. colour; 12 inch 
high res mono; Multi-sync colour. 
Sprites: 1 
Speed: Blistering. 

SOUND 
Speaker Quality: Good 
MIDI: With extra hardware. 
Stereo Output: Yes 
Performance: 16 channels (8 stereo 
pairs); 6 octaves, 1 internal speaker. 

HARDWARE 
Disk Format: 3.5 inch - 800K 
Disk Price: From £1.20 upwards. 
Disk Performance: Good and fast. 
Keyboard: 103 keys with pro¬ 
grammable auto-repeat. Early key¬ 

boards have a cheap feel given the 
quality of the machine. 
Joystick/Mouse: 3 button mouse; n 
support for joysticks. 
Interfaces: 25 pin D parallel; 9 piN 
mouse; 3.5mm stereo headphone 
jack; 64 way din; 41612 expansion 
port; IEC 320 video outlet; I/O inter¬ 
face. 

SOFTWARE 
Existing Software Base: Still very 
limited. Some games available most 
software is for productivity and busi¬ 
ness. 
Current Releases: See above. 
Games: Most famous are Zarch 
(Virus) and Conqueror. But there 
have been several impressive one-off 
titles released recently. 
Graphics: Potential is enormous. 
Some excellent packages available 
Music: Like graphics, but develop¬ 
ers remain shy. 
Prospects: Limited. Even the cheap¬ 
er models find it tough competing 
with STs and Amigas. 
Software Loading: Very reliable. 

BUYLINES 
Best Buy Price: As RRP 
Second Hand Availability: Still 
scarce, some 305 and 310s starting to 
appear but expect to pay for them. 
Maintenance: One year's guaran¬ 
tee. Return to faulty machines deal¬ 
er. 
Models: Classic, SE/^0, LC, llsi 

APPLE MACINTOSH 

Package: Monitor with built-in CPU 
and disk drive, separate keyboard. 
Memory: 1Mb (Classic 1), 2Mb 
(Classic 2, SE/30, LC & llsi), 5Mb (llsi) 
Processor: Motorola 68000 (SE/30); 
68020 (LC), 68030 (SE/30, llsi) 
Recommended Retail Price: Classic 
1 £575; Classic 2 £895; SE/30 £2395+ 
(inc 40Mb hard disc); LC £1235 (inc 
40Mb hard disc); llsi £2295 (2Mb+ 
40Mb hard disc); £2645 (5Mb+40Mb 
hard disc); £2995 (5Mb+80Mb) (all ex 
VAT) 
Contact: Apple 081-569-1199 

IN BRIEF 
A very expensive up-market machine 
for those keen on desktop publish¬ 
ing, WIMP systems and top-of-the- 
range software. Release of the 
Classic range an exciting move for 
wannabe Mac owners. Software is 
very expensive. Quite a few games in 

the US, but few over here. Good for 
MIDI musicians but be prepared to 
pay through the nose for software. 

GRAPHICS 
Resolution: Classic & SE 512 x 342; 
LC 640 x 480; llsi 640 x 480 (colour) & 
640 x 870 (grey). 
Palette: Classic & SE are black and 
white; LC 256; llsi 256 or 16 greys in 
max res. 
Colours: 256 with colour monitor 
TV: No 
Monitor Output: Integral monitor. 
Monitor Supplied: Yes 
Monitor Options: Hi-res mono & 
colour available for LC & llsi. 
Sprites: None 
Speed: Classic 1 okay; Classic 2, SE/30 
& LC reasonably fast; llsi very fast. 

SOUND 
Speaker Quality: Good 
MIDI: Third party interfaces 
available. 
Stereo Output: llsi yes; rest no. 
Performance: 4 channels give good 
performance. 

HARDWARE 
Disk Format: 3.5 inch - 1.44Mb 
Disk Price: £1.50-£2.00 
Disk Performance: Generally fast 
Keyboard: Separate with 81 keys 
including function keys and numeric 
key pad. Optional extra is the Apple 
Extended keyboard with 105 keys. 
Joystick/Mouse: Joystick is not sup¬ 
ported; high-quality single button 
mouse is supplied with machine. 
Interfaces: SE/30 - Apple Desktop 
Bus connector. 2 RS232/RS422 serial; 
external disk drive; 96-pin Euro-Din 
expansion slot; SCSI - DB-25 connec¬ 
tor; external audio amplifier, llsi - 2 
RS232/RS422 serial; DB-25 SCSI T. 

SOFTWARE 
Existing Software Base: A very 
wide base exists in all fields except 
games. 
Current Releases: Adequate, 
though largely of US origin and in 
the business or DTP field. 
Games: Very few arcade titles but 
plenty of icon driven adventures. 
Graphics: Lots of interesting soft¬ 
ware for those interested in DIY 
publishing. 
Music: Very well supported for 
MIDI software - but it's expensive to 
boot. 
Prospects: As always, excellent - 
especially in business and DTP. 
Software Loading: Quick, reliable. 

BUYLINES 
Best Buy Price: Generally the RRP - 
Macs are only sold through dealer¬ 
ships. Ask for a discount for cash. 
Second Hand Availability: Scarce 
and expensive. A better market 
exists in older models but these are 
best avoided. 
Maintenance: One year's guaran¬ 
tee. Apple offers Applecare - "insur¬ 
ance" you take out to cover the cost 
of repairs after the guarantee has 
run out. 

ATARI ST 

Models: Atari 520STFM; 520STE; 
1040STE; Mega STs; Stacy 
Package: 520 and 1040 have key¬ 
board with built-in disk drive; Mega 
versions have separate keyboard. 
Power Pack includes 520STE with 
light gun, joystick and £400 of 
"free" software. "Discovery" pack 
includes similar value software to 
Power pack but with an STFM and 
an educational bent. 
Memory: 520STFM and 520STE 
512K; 1040STE 1Mb; Mega ST 1, 2 or 
4Mb; Stacy 2 or 4Mb. STE machines 
expand internally to 4Mb. 
Processor: Motorola 68000 
Recommended Retail Price: 
520STE (Power Pack) £399; 
520STFM (Discovery Pack) £299; 
1040STE £499; Stacy N/A 
Contact: Atari 0753 33344 

IN BRIEF 
Excellent as a general purpose home 
machine for games, small business 
and productivity. It's the number one 
choice for MIDI musicians. The ST's 
price still gives it a slight edge over 
the graphically more advanced 
Amiga. The new baby ST - Stacy - is 
tipped by Atari to be the musician's 
portable since it is a complete 2Mb 
or 4Mb ST with hard disk and mono 
monitor in a small box. 

GRAPHICS 
Resolution: Low-res 320 x 200; 
medium res 640 x 200; high-res 640 x 
400 
Palette: STFM 512; STE 4096; Stacy 2 
Colours: Black and white in high- 
res; 4 colours in medium-res; 16 in 
low-res. 
TV: Yes. Not Stacy. 
Monitor Output: STFM models 
only, others through TV modulator 
Monitor Supplied: No; Stacy has 
integral LCD monitor 
Monitor Options: Atari monitors 
SMI24 high-res mono; SCI442 med 
res colour. 
Sprites: 1 
Speed: Fast 
NB High resolution display is only 
available on monochrome monitor; 
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medium and low res displays only 
available on colour monitors or TVs. 
Blitter fitted to late STFMs (standard 
on STE) improves the GEM access. 

SOUND 
Speaker Quality: Depends on 
monitor. 
MIDI: Yes 
Stereo Output: STE only. 
Performance: 3 channel sound is 
average to good depending on soft¬ 
ware. STE features 8 bit PCM sound 
but no current software uses it. 

HARDWARE 
Disk Format: 3.5 inch - 720K 
Disk Price: £1.20 to £1.50 
Disk Performance: Reliable and 
fast. Early machines were supplied 
with a single-sided disk drive. 
Keyboard: 96 keys including 10 
functions keys. Has a cheap feel 
which can be improved with third 
party spring kits. 
Joystick/Mouse: 2 Joystick ports 
are standard; 2 button mouse is sup¬ 
plied with machine. Stacy is supplied 
with a trackball. 

SOFTWARE 
Existing Software Base: Excellent. 
A few budget titles are starting to 
appear now. 
Current Releases: None of the 
major software houses ignore the ST 
so it is well served with plenty of 
good software. 
Games: Across the board. 
Graphics: Good with some excel¬ 
lent software to manipulate them. 
Music: Excellent. Plenty of sound 
samplers, editors and MIDI software 
make this the musician's choice. 
Prospects: Very good, but the 
Amiga is currently the favourite with 
software houses in the UK and the 
ST has failed to capture a market in 
the States. 
Software Loading: Several soft¬ 
ware companies now supply their 
games on one double-sided disc, 
often using the second side for extra 
graphics or sound, meaning single¬ 
sided disc owners either miss out on 
some of the frills, or even worse 
have to send off for two single-sided 
discs. The alternative two single¬ 
sided discs entail tedious disc swap¬ 
ping - which is equally annoying 
newer owners. 

BUYLINES 
Best Buy Price: As RRP. Watch out 
for the twice yearly bundles. 
Second Hand Availability: Very 
common and quite cheap. STs do not 
hold their value well - beware very 
old, single sided machines. 
Maintenance: One year's guaran¬ 
tee. Return to dealer if faulty. 

AMIGA 

Models: Amiga A500; A1500; 
A2000; A3000 
Package: A500 has keyboard and 
built-in drive with separate PSU; 
A1500 and A2000 have separate key¬ 

board with built-in (fan assisted) 
PSU. A3000 is a very powerful 
machine indeed. 
Memory: A500 512K; A1500 & 
A2000 1Mb; A3000 
Processor: 500/1500/2000 
Motorola 68000; A3000 68030, 16 or 
25MHz 
Recommended Retail Price: A500 
£NA; Screen Gems £399.99; Flight of 
Fantasy Pack £399.99; Class Of The 
90s pack £579.99 (all packs inc A500); 
A1500 from £999; A2000 from 
£1199(for 1Mb+20Mb hard disk); 
A3000 from £3160(for 2Mb+40Mb 
hard disk). (All prices inc VAT). 
Contact: Commodore 0628 770088 

IN BRIEF 

A stunning specification with custom 
chips to rival almost everything 
around, the Amiga is the first choice 
for the most exigent of games play¬ 
ers and video professionals. After an 
initially shaky start the machine con¬ 
tinues to sell extremely well and has 
overtaken the ST in the UK, though 
the latter machine still has a slightly 
larger installed base. The A1500 is 
near-identical spec-wise to the 
A2000, but cheaper. The A3000 is a 
top-end workstation substitute; 
includes Workbench 2, featuring 
enhanced icons, file handling, and 
security features plus Amiga Vision, a 
multi-media programming tool. 
A3000 also comes in three configura¬ 
tions, ranging from a 16MHz/40Mb 
hard disk to a 25MHz/100Mb disc. 

GRAPHICS 
Resolution: From 320 x 200 to 640 
x 400 (more possible in software) 
Palette: 4096 
Colours: 2, 4, 8, 16, 32, 64 or 4096 
TV: With modulator. 
Monitor Output: SCART + compos¬ 
ite video in monochrome. 
Monitor Supplied: No 
Monitor Options: Cl 084 £349.99 
Sprites: 16 in hardware + unlimited 
BOBS from soft/hardware. 
Speed: Very fast with good soft¬ 
ware. 

SOUND 
Speaker Quality: Depends on 
monitor. 
MIDI: No. Third party interfaces 
available. 
Stereo Output: 2 phono connec¬ 
tors. 
Performance: Among the best 
around. Custom hardware squeezes 
9 octaves of 8-bit digital sound into 
the four channels. 

HARDWARE 
Disk Format: 3.5inch - 837K; A3000 
40/100Mbyte hard disk formatted. 
Disk Price: £1.20-£2.00 
Disk Performance: Noisy and slug¬ 

gish. Third party software is avail¬ 
able to improve matters. 
Keyboard: 94 keys. 10 function 
keys and separate cursor cluster. 
Joystick/Mouse: 2 button mouse 
supplied as standard. 
Interfaces: Two Joystick/mouse; 
stereo audio; external disk drive(s); 
RS232 serial; Centronics parallel 
printer; SCART RGB/video; composite 
monochrome-video; expansion bus 
(internal on A1500 & A2000; 32-bit 
on A3000); clock/memory expansion 
on A500 only; internal PC expansion 
on A1500, A2000 and A3000. 

SOFTWARE 
Existing Software^Base: Similar to 
the ST. 
Current Releases: Everyone’s doing 
them. 
Games: Something for everyone. 
Graphics: Quality and range is 
unsurpassed. 
Music: Needs better support for 
MIDI. Internal sound software is well 
supported thanks to IFF standards. 
Prospects: Excellent. 
Software Loading: Noisy but usu¬ 
ally reliable. Plagued by viruses. 

BUYLINES 
Best Buy Price: Old Amiga 1000s 
can be picked up cheaply enough 
but these lacked the extra graphics 
modes of later models. Try to find a 
good value pack. 
Second Hand Availability: 
Becoming common. Best buys are 
late Amiga 500s with Kickstart 1.2. 
Maintenance: One years guaran¬ 
tee. Return faulty machines to deal¬ 
ers. 

IBM PC 

Model: IBM's PC was the first PC to 
be accepted in large quantities (not 
the first PC) and remains the stan¬ 
dard by which all others are judged. 
There are hundreds of clones and 
variations including offerings from 
Amstrad, Atari and Commodore. In 
general, with PCs you pay for speed 
and better graphics standards. The 
extra money is worth it if you can 
afford it. 
Package: Depends on the manufac¬ 
turer although most are supplied 
with monitors. They can even be 
bought in kit form at no extra saving 
Memory: Usually 512K or 640K. 
Can be anything from 64K to 1Mb+. 
Always go for a 640K model. 
Processor: Intel 8088/8086 in base 
machine is sometimes replaces with 
the faster NEC V20/30. More expen¬ 
sive machines are based on Intel's 
much faster 286, 386SX, 386 and 
even the latest 486. 

Recommended Retail Price: Can 
be picked up for as little as £299 for 
a "no frills" machine. With top-of- 
the-range 486 based clones - and 
the official IBM versions - the sky's 
the limit. Look for a good EGA or 
VGA model for between £750 and 
£1200. 

IN BRIEF 
Superb value if you want the ulti¬ 
mate all-rounder, the PC still betrays 
its business origins. Almost every 
major software house now port their 
titles to the PC but these remain lim¬ 
ited by the constraints of the basic 
(most common) machines - which 
means they tend to be limited in 
sound and graphics. Definitely NOT 
first choice if entertainment is your 
preferred use for computers, or if 
you cannot afford the better EGA or 
VGA models (which are really essen¬ 
tial for good games playing). 

GRAPHICS 
The first PCs weren't fitted with 
graphics as standard but most clones 
incorporate the necessary hardware 
and come with a monitor. There are 
three main standards: CGA - a nasty 
but all to common colour display, 
EGA about the lowest colour display 
worth considering, VGA - an 
Amiga/ST beating display; and 
Hercules monochrome. EGA or VGA 
which are usually only fitted as stan¬ 
dard to more expensive machines 
(Amstrad's PC2086 is one exception). 
Resolution: CGA 320 x 200; EGA 
640 x 350; Hercules 720 x 384; VGA 
800 x 600. 
Palette: CGA 8 (in two fixed sets); 
EGA 64; VGA 256 
Colours: CGA 4; EGA 16; VGA 64; 
Hercules 2 
Monitor Output: TTL RGB/RGBI 
(CGA); analogue RGB (EA/GA) 
Monitor Options: Vast. Many mon¬ 
itors are dedicated to just one or 
two modes - some have amber, 
green or white monochrome displays 
- check before buying. 
Sprites: None 
Speed: From very slow - 8088 - to 
very fast - 80486 

SOUND 
Speaker Quality: Built-in sound is 
very poor. Third-party add-on sound 
boards such Roland (£380) and Ad¬ 
Lib (£150) - which is fast becoming a 
standard - provide synthesiser-quali¬ 
ty sound through an amplifier. 
MIDI: Third part interfaces available. 
Stereo Output: With boards, yes. 
Performance: Not the ideal 
machine for the musically bent - an 
Atari ST offers more for MIDI, the 
Amiga more for software sound 
purists. 

HARDWARE 
Disk Format: 5.25in-180/360K/ 
1.2Mb; 3.5in720K/1.44Mb 
Disk Price: 60p - £3.00 
Disk Performance: Average. 
Most PC owners also buy hard disks. 
A large amount of PC applications 
software refuses to work unless you 
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have a hard disk. 
Keyboard: Almost as many varia¬ 
tions as there are clones. Prefer the 
AT or extended AT layouts to the XT 
layout since it easier to use. 
Joystick/Mouse: Neither supplied 
as standard. The better clones 
include a mouse or at least a mouse 
port, especially since IBM's WIMP sys¬ 
tem (Windows) has become more 
popular. 

SOFTWARE 
Existing Software Base: Vast! 
Current Releases: All major soft¬ 
ware houses now produce some¬ 
thing for the PC, with many now 
supporting the superior EA/GA 
modes. 
Games: Most of the best Amiga /ST 
titles appear on the PC eventually. 
Graphics: Given the right graphics 
adaptor, the PC has nice graphics and 
the software is usually excellent. On 
a standard CGA PC the graphics stink 
no matter how good the software is. 
Music: Unexpanded it's pathetic. 
However, add-on boards offer some 
of the best sound you'll hear on a 
home computer. 
Prospects: The PC is the eternal 
champion - as others fall by the way- 
side it carries on getting faster and 
better all the time. This is aided by 
Intel constantly improving the 
machine's processor and the vast 
user base demanding better equip¬ 
ment. 
Software Loading: Fast and reli¬ 
able; very fast from hard disk. 

So, there you have it, the facts in full. Now all you have to do is decide which 

is the best machine for you. We at ACE reckon that these days, if you can 

afford it, you really need both a console AND a computer to cover all the 

bases of Advanced Computer Entertainment. 

Our choices? The Sega Megadrive and the Commodore Amiga. The 

Famicom is a better machine than the Megadrive but it's official unavailability 

in the UK means that it's a bit of a dark horse at the moment. 

But not all of us (any of us?) can afford to fork out the smackeroos for two 

machines, in which case our recommendation is to plump for the Amiga - it's a 

great ail-rounder with some superb software available for it. 

BUYLINES 
Best Buy Price: Watch out for 
package deals form large chains and 
mail order companies. If you don't 
know too much about PCs go for a 

name you know. 
Second Hand Availability: 
Common but be careful you do not 
get a clapped out monitor/keyboard. 
Maintenance: Usually one year's 

guarantee - but competition has 
forced the price of maintenance con¬ 
tracts down to an affordable level. 
This often means they fix in-situ free. 

CONSOLE + COMPUTER = GOOD? 
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WIN! WIN! WIN! WIN! WIN! WIN! WIN! 
| OVER £1000 WORTH OF PRIZES!!! 

COMMODORE CDTV 
0839-121236 

basically an Amiga with a 
cd/rom. worth £600!!!! 

SOFTWARE SCOOP! 
0839-121221 

megadrive, master, nes, lynx 
famicom etc. £200 to spend. 

SEGA MEGADRIVE 
0839-121222 

the awesome 16 bit console 
and you can choose a game 

WHAT-U-WANT 
0839-121223 

whatever your heart desires 
up to £150. Absolutely anything! 

The more entries you make, the better vour chances 

IPLUS PLUS PLUS PLUS PLUS PLUS PLUSl 
0839 - 121224 could win you a SEGA GAMEGEAR 

all calls last approx. 4 mins, one prize per competition 
calls are charged at 33p per min. cheap rate and 44p per min. all other times 

If you are under 18 please get permission to use the telephone 
PLAY TO WIN, 159 STRATHMORE AVENUE, LUTON, LU1 3QR 

TEL: 0582 413943 
WE BUY / SELL / EXCHANGE ALL USED HARD/SOFTWARE 

WIN! WIN! WIN! WIN! WIN! WIN! WIN! 

W
IN

! 
W

IN
! 

W
IN

! 
W

IN
! 

W
IN

! 



W
IN

! 
W

IN
! 

W
IN

! 
W

IN
! 

W
IN

! 

E veshamH icros 
AMour* 

!/A7~at 
77.5% a/fc/Pefiv-erp 

AMIGA 
SPECIAL DEALS 

Buy an Amiga Feature Pack 

From fiZMIniEQlIEQ 
AND YOU ALSO GET.... 

AMIGA 500 COMPUTER 
BASE PACK 

Amiga A500 Bass Packags.. .. £ 307.49 

A500 as abovs, with our 512K 

RAM/Clock Upgrads flttsd.£ 337.49 

A500 Pack plus Extsrnal 37.* Drivs.£ 357.49 

A500 Pack plus Extsrnal 37.* Drivs and 

512K RAM/Clock Upgrads flttsd.£ 387.49 

N.B. Does not include extra games software 

THESE FABULOUS GAMES; j 
| Tracksuit Manager 90 Subbutso Dlst Riot | 

| Block Alanchs Lost'N Mazs Discman | 

I Battle Squadron Jaws Tank Battls I 

I Trsasure Trap Nigel Manssll ! 

PLUS! A wordprocsssor and spreadsheet 

N.B Not supplied with A500 Base Pack' offers 

CLASS OF THE 90’a Package .£ 549.00 
Class of the 90’s plus 37a" Ext.Drlve... £ 600.00 
Amiga 1500 STARTER PACKAGE .£ 949.00 

AMIGA 500 
1MB SCREEN 
GEMS PACK 

NOW INCLUDES 
1MB RAM! 

ONLY £369.99 

Screen Gems Pack plus 
372" External Drive ... 

ONLY £419.99 

Philips CM8833 Mk.ll. inc.cable.£ 249.00 

VIDI-Amiga video Digitiser package.£ 95.00 

VIDI-Chrome-Amiga colour splitter s/ware.£16.95 

VIDI-RGB colour input splitter for VIDI.£ 64.95 

MiniGEN Genlock Adapter .£ 95.00 

CBM A590 20Mb Hard Disk .£279.00 

CBM A590 Hard Disk, 40Mb Version.£479.00 Kraft Trackerball (ST/Amiga/64) 

CBM A590 Hard Disk. 100Mb Version £ 669 00 Amiga Virus Protector 

A590 512K RAM Upgrade.£ 31.95 Stereo Sound Sampler inc. software 

A590 1 MB RAM Upgrade.£ 59 95 MIDI Interface. 

A590 2MB RAM Upgrade.£ 99 95 Golden Image Handy Scanner Package 

A500 Replacement Power Supply Unit.£ 39.95 Kickstart 1 3 Upgrade 

... £44.95 

... £ 9 95 

..£29.95 

£19 95 

..£179.00 

. £29 95 

KICK OFF’ WITH THIS DEAL FROM 

FREE WITH EVERY STE/STFM PACKAGE : 

•Kick Off 2’(RRP: £19.99) 

‘Tracksuit Manager’ (RRP: £19.99) 

‘Subbuteo’ (RRP: £24.99) 

Quickshot 3 Turbo Joystick (RRP: £9.99) 

TOTAL RRP OF EXTRAS: OVER £74.00 ! 

EVESHAM MICROS PRICE PROMISE - WE WILL 
BEATANY GENUINE ATARI ST PACKAGE 

OFFER ON A LIKE-FOR-LIKE BASIS 

ALL OUR ST prices include mouse, user guide, etc. PLUS 5 Double 
Sided disks full of specially selected Public Domain software 

including paint program, two wordprocessors. games, graphics & 
sound demos, desk accessories and utilities. 

520 STFM 
'DISCOVERY PACK’ 

Pack includes 520STFM computer, plus : 

STOS Games Creator O Outrun O Carrier 
Command O Bomb Jack C) Space Harrier O 

Neochrome C) FirST BASIC C) Atari ST Tour O 
‘Discovering your Atari ST’ Book 

. inc.VAT and £279.99 delivery 

ONLY £309.99 WITH 1MB RAM FITTED 

1040 STE ‘FAMILY 
CURRICULUM 

PACK’ 

Package consists of a 1040 STE with a collection of both 
educational & productivity software, including : 

Educational Software modules, split into three age 
categories, from Early School to GCSE revision. 
Productivity Software featuring Wordprocessor, 

Database and Spreadsheet (RRP over £100) 

inc.VAT and 
£359.99 delivery 

ONLY £439.99 WITH 2MB RAM FITTED 

ONLY £519.99 WITH 4MB RAM FITTED 

SM124 monochrome hi-res monitor. 

Philips CM8833 Mk.ll. inc.cable . 

Joystick Accessibility Adapter for STs. 

.£ 109.00 

.£ 249.00 

.£ 4 95 

Reference 40Mb SCSI Hard Disk inc.PSU ... £ 399.00 

Reference 100Mb SCSI Hard Disk inc.PSU . £ 599.00 

Golden Image Handy Scanner Package.£179 00 

VIDI-ST & VIDI-Chrome video digitiser pack . £ 99 95 

VIDI-RGB colour input splitter for VIDI.£ 59.00 

Dust Cover - for any ST or MEGA.£ 4.95 

AMIGA 500 512K 
RAM/CLOCK UPGRADE 

ST SIMMS RAM 
EXPANSION SYSTEM 

Direct replacement for the A501 

Expansion • Convenient On/Off 

RAM Switch • Auto-recharging 

battery-backed Clock • Compact 

unit size • Ultra-neat design 

Available without clock for £27.95 

A500 1.5MB RAM EXPANSION 
(requires Kickstart 1.3)... ONLY £89.95 

RAM Upgrade (unpopulated) .£ 59.95 
RAM Upgrade With 512K RAM Installed - 

upgrades a 520 to a total of 1 Mb RAM .£ 89.95 
RAM Upgrade With 2Mb RAM Installed - 

upgrades a 520/1040/Mega 1 to 2/2.5Mb.£ 174.95 
RAM Upgrade With 4Mb RAM Installed - 

upgrades a 520/1040/Mega ST to 4Mb .£ 284.95 

N.B. Due to the large variance in design of the Atari ST, there is a small 
minority of boards in existence which may require a little soldering. 

LYNX Portable Games Console 
rk«lw COO QC INCLUDES POWER SUPPLY A 
Only L99.90 gamecard of your choice! 
Electro Cop.£19.95 Rygar Warrior.£19.95 Gates-Zendocon. £19 95 
Slime World.£19.95 Zalor Mercenary. £19.95 Chips Challenge . £19.95 
Klaxx.£19.95 Ms Pacman.£19 95 Shanghai.£19.95 
Roadblasters.£19.95 Xenophobe.£19.95 Rampage.£22.95 
Paperboy.£19.95 Blue Lightning.£19.95 Gauntlet 3.£22.95 

Cigarette Lighter Adaptor .. £ 9.99 
Sun Visor / Protector.£ 5.99 

Lynx Pouch .£ 9 
Lynx Kit Case.£ 14.99 

PLUG-IN SOLDERLESS ST 
RAM UPGRADES 

512K VERSION : UPGRADES 
ANY 520 ST TO 1MB RAM £69.95 

2MB VERSION : UPGRADES 
ANY 520 or 1040 ST TO 

2/2.5MB RAM £159.95 

NEW! ZY-FI 
amplified stereo speakers 

GOT AN AMIGA, 

ATARI STE, 

ARCHIMEDES OR 

SEGA MEGADRIVE? 

THEN GET THE 

FULL SOUND 

POTENTIAL WITH 

THIS PAIR OF FULL 

RANGE SPEAKERS ! 

ONLY £39.95 AND DELIVERY 

372" EXTERNAL FLOPPY DRIVES 

Compatible with 

the ST or AMIGA 

! 9^ 
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Very quiet • Slimline design • Cooling Vents • Sleek, high 

quality metal casing • Suits any Amiga or Atari ST • Full 1Mb 

Unformatted Capacity • Quality Sony / Citizen Drive Mechanism 

• Convenient On / Off switch on rear of drive • Long reach 

connection cable for location either side of computer 

AMIGA 
VERSION 

ONLY £54.95 
ATARI ST 
VERSION 

ONLY £59.95 

TRUEMOUSE (ST OR AMIGA) 

WE GUARANTEE that this Is the 

smoothest, most responsive and 

accurate replacement mouse 

you can buy for your Atari ST or 

Amiga. Excellent performance, 

amazing low price ! 

£17.95 SATISFACTION 
GUARANTEED 

PHILIPS 15" TV/MONITOR 

✓ Fits Atari STF, STFM or MEGA series machines 

✓ Uses SIMMS RAM Modules for Effortless Upgradeability 

✓ Probably the neatest ST RAM Upgrade available ! 

With its dedicated monitor input, this 
model combines the advantages of a high 
quality medium resolution colour monitor 

with the convenience of remote control 
Teletext TV - at an excellent low price I 

£269.00 ,nclut"n9VAT delivery & cable 

Philips CM8833 Mk.ll including ST or Amiga cable .. £ 249.00 

PRINTERS ALL PRINTERS INCLUDE CABLE 
& 1 YEAR ON-SITE WARRANTY 

Star LC10 Mk.ll best-selling 9-Pin, SPECIAL PRICE.£ 159.00 
Star LC 200 9-Pin Colour, 4 fonts, 180/45cps .£ 209.00 
Star LC 24-10 24-Pin multifont, 180/60cps.£ 215.00 
Star LC 24-200 24-Pin multifont, 200/67cps.£ 249.00 
Star XB24-10 Professional 24-Pin inc.COLOUR Upgrade...£ 459.00 
Olivetti DM1OOS 9-Pin, includes 1 Year on-site maint.£ 115.00 

Olivetti DM124C 24-pin 
Professional COLOUR printer 

Two versions allow upgrade to 1Mb, or 2 / 2.5Mb • Simple, fast and effective 

RAM upgrade path • Suits any 520 or 1040 ST model (not STE machines) • 

Requires no soldering or technical know-how 

Professional Quality 24-Pin Colour Printing 
- At an affordable price 1 

Offering advanced COLOUR output with the superior quality of Olivetti 24-pin 

printing, the DM124C represents excellent value! Consistent high quality is assured 

every time. Guaranteed Peace Of Mind, with 12 Months On-Site Warranty cover! 

200 cps draft, 50 cps LQuality • 7 Colour output; Graphics 
resolution 360 x 180dpi • Complete with cable, Colour 

Ribbon and 12 MONTHS ON-SITE WARRANTY 
Olivetti DM124C Normal RRP: £ 389.95 Inc.VAT 

SPECIAL OFFER! £269.00 ^“MT 

Evesham Micros 
ALL PRICES INCLUDE VAT® 17.5% AND DELIVERY 
Same day despatch whenever possible. Express Courier Delivery £5.00 extra. 

; RETAIL SHOWROOMS• 

i 
Unit 9 St. Richards Road 

Evesham 
Worcs WR11 6XJ 
TT 0386 - 765180 
fax : 0386 - 765354 

Open Mon - Sat, 9.00 - 5.30 

5 Gllsson Road 
Cambridge CB1 2HA 

TS 0223 - 323898 
fax : 0223 - 322883 

Open Mon - Sat, 9.00 - 5.30 
IBM Dealer 0 Corporate Specialist 

1762 Pershore Road 
Cotterldge 

i 830 3BH Birmingham I 
TT 021 - 458 4564 
fax : 021-433 3825 

Open Mon - Sat, 9.00 - 5.30 

-MAIL ORDER DEPARTMENT- 

Unit 9 St Richards Road, Evesham, Worcs W 
Call us now on © 0386-765500 
Lines open Mon-Sat., 9.00 - 5.30. Fax: 0386-765354 
Technical support (open Mon-Fri, 9.30 - 5.30): 0386-40303 

R11 6XJ 

-a Send an Order with Cheque, Postal Order or 
/X'rj ACCESS/VISA card details. Please allow 5 

JjG-'—U working days for Personal Cheque clearance. 

Government, Education and PEC orders welcome 
All products covered by 12 Months Warranty 

All goods subject to availability, E. & O.E. 



24 HRS 0908 564369 or the shop-0908 615049 
AMIGA UTILITIES & BUSINESS 

Aegis Sonix.19.99 
A-Max (Mac Emulator).109.99 
DevPac 11.44.99 
Digicalc.27.99 
Hisoft Basic.59.99 
Kindwords.37.99 
Lattice C.V.4.164.99 
Mavis Beacons Typing.19.99 
Protext V.4.59.99 
Superbase Personall 2.21.99 

GRAPHICS & VIDEO 
AegisVideo Titler.82.75 
Credit Text Scroller.20.90 
DPaint 111 (Pal Imb).57.50 
Real things Birds.20.90 
D’Luxe Video 111 (Pall mb).67.75 
Photon Paint (Pal).12.50 
Photon Paint 11 (Pal Imb).21.50 
Professional Draw 2 

(Imb).158.50 
Pro Video Plus.177.90 
Sclupt3DXL(Pal Imb).112.00 
Trip- A-Tron.24.99 
Turbo Silver.97.50 
TV Show 2 2 (Pal Imb).57.00 
TV Text Pro (Pal).98.50 
Video Frame Grabber 
(Pal/ B+W).98.75 
Video Colour Upgrade.16.25 
XCad Designer.79.50 

MUSIC APPLICATION 
Aegis Sonix 2.0.45.75 
Deluxe Music.50.25 
Music X (UK Version).94.50 
Master Sound Digitizer.34.90 
Future Sound Digitizer.77.90 
Midimaster Interface 
(Sports).31.90 

Midi Lead.3.00 

BUSINESS & EDUCATION 
Advantage.77.50 

Fun School 2 over 8’s(each) 
£12.50 

Robot Readers: 3 Bears .. .22.90 
SpellBook 4-6 or 7+(each) .18.50 
Hisoft Basic.56.00 
Home Accounts.20.75 
Home Office Kit.97.50 
Kindwords 2.0 1 MB 
Recommended.34.99 
Mavis Beacon Typing Tutor19.75 

Micro GCSE Maths 
Micro GCSE French 
Micro GCSE English 

(Each) 19.25 
Microtax Word Processor .19.25 
Microbase Database.19.25 
Pen Pal (Pal 1MB).96.90 
Prodata.54.00 

Protext 4.2 (Imb) 
Recommended.64.90 

ART & SOUND 

A.M.O.S.32.99 
Can Do.69.99 
Deluxe Paint 111.59.99 
Deluxe Video 111.59.99 
Fanvision.24.99 
Mastersound.32.99 
Proton Paint 11.14.99 
Quartet.34.99 
Studio Megik.52.99 
Accountant V3.3.121.90 
Devpac ST V2.0.4 
First Words Plus.55.90 
Fleet Street Publisher.87.90 
Hisoft Basic.55.1 
Hisoft C.34.90 
K-data.34.90 
K-graph 2.29.90 
K-spread 1.16.75 
K-spread 2.41.90 
K-Word 2.29.90 
LaticeC.104.90 
Mailshot Plus.34.90 
Prodata.55.90 
Protaxt V4.2.69.90 
Purchase Ledger.34.90 
Sales Ledger.34. 
Swiftcalc.29.90 
Timeworks DTP.69.90 

WORDPROCESSORS 
Excellence 2.129.95 
Kindwords 2.34.96 
Penpal.99.82 
Protext.6 

ProWrite 3.99.82 
Scribble Platinum.41.86 

Transcript.32.89 
WordPerfect.164.91 
Ultracard Plus.69.92 
Virus Infection Prot.34.96 
X Copy Backup/Editor.17.94 

VIDEO 
Credit Text Scroller.29.90 
Deluxe Video 3.69.92 
Digi View Gold.119.83 
FrameGrabber.569.94 
Gold Disk Type Video.34.96 
Hitachi Camara & 16mm... 199.87 
Kars Headline Fonts 2.54.97 
Minigen Genlock.99. 
Project D.31.97 
The Director.47.84 
The Director Tool Kit.27.83 
Title Page.139.84 
TV Text Professional.99.82 
Video Titler.84.87 
Vidi Amiga PAL Digitiser ...94.99 
VidiChrome.19.76 

MICROSMART MEGADEALS! 

Space Ace 

Dragons Lair 2 

Dragon Master 

J. Nicholas 

Kick Off 2 

All Inc. upgrade and clock 

EDUCATIONAL 

56.99 

56.99 

46.99 

46.99 

39.99 

Answer Back Senior. 13 99 
Dinosaur Discovery Kit. .14.99 
Discover Chemistry. .13.99 
French Mistress. .13.99 
Fun School 2 (under 16). .12.99 
Fun School 2 6-8.. .,.12.99 
German Master. .13.99 
Italian Tutor.:. .13.99 
Kid Talk.. .14.99 
Math Talk. .14.99 
My Paint. .22.99 
PuzzleStory Book. .14.99 
Rhyming Notebook. .14.99 
Spanish Tutor. .13.99 

THE YOUNGER YEARS 

NEW Fun School 3 Under 5. 

NEW Fun School 3 5-7 years. 

NEW Fun School 3 7 and over. 

Junior Typist. 

Micro French (GCSE). 

Things to do with numbers. 

Things to do with words. 

Spell Book 4-9. 

Lets spell at home. 

Lets spell at the shops. 

Puzzle Book Vol 2. 

Amiga Logo.39.9 

Mavis Beacon Teaches Typing.18.4 

Answer Back Junior.13.9 

THE NATIONS TOP 125 TITLES 

Budokan... 
.S.T. .A.M 

16 99 
Castle Master. .13.99. .14.99 
Chase HQ. .13.99 .... 16 99 
Chess Championships 2175. .18.99 
Codename Iceman. .23.99 
Colonels Bequest. .26.99 
Conquest of Camelot. .26.99 
Corporation... 16 99 
Damocles. . .16 99 14 99 
Dragons Breath. .21.99. .18 99 
Dynasty Wars. .13.99. .16.99 
Emlyn Hughes Soccer. .13.99. .12.99 
Escape From Singes Castle. .26.99 
Escape Planet or Robot Monsters. .13.99. .13.99 
Fire and Forget *. .16.99. .16.99 
Flip and Magnose *. .16.99. .16.99 
F-29 Retailiator. .16.99. .16.99 

.S.T.A.M 
Mig 29*.19.99.19.99 
Manchester United.13.99.14.99 

Man Hunter In San Francisco 

(1 MB).13.99.14.9 

Fire and Brimstone. 
Flood. 

Hero's Quest (1 mb). 
Imperium. 

International 3D Tennis. 

Iron Lord. 

It Came From The Desert (1 MB)... 
Kings Quest 4. 

Last Ninja 11... 

Leisure Suit Larry 3. 

Lost Patrol. 
Mean Streets *. 

...16.99 

...16.99 

...23.99 

...21.99 .22.99 

...13.99.16.99 

...13.99.26.99 

..16.91 ...16.99 

Midnight Resistance.13.99.16.99 

Midwinter.13.99.18.99 

Navy Seals *.16.99.16.99 

Neuromancer.18.99.16.99 

Operation Thunderbolt.-.16.99 

Pipe Mania.13.99.11.99 

Player Manager.13.99.11.99 

Projectyle.12.99.16.99 

Puzznic *.16.99.16.99 
Rainbow Islands.-.16.99 

Rotator*.16.99.16.99 
Rogue Trooper *.16.99.16.99 

Red storm Rising.13.99.16.99 

Shadow Warrior.15.99.16.99 

Vaxine *.16.99.16.99 

Space Ace.26.99 .26.99 

Space Quest 2 (1 mb).-.22.99 

Super Cars (Gremlins).13.99.16.99 

Their Finest Hour.18.99.19.99 

Turrican.13.99.13.99 
T.V Sports Basketball.14.99.14.99 

Ultimate Golf.-.16.99 

Unreal.16.99.16.99 

X-Out.12.99.13.99 

.ST.A.M 
Airbourne Ranger.-.9.99 

Ant Heads.-.7.99 

ATF 2 *.16.9916.99 

Awesome *.-.24.99 

Austerlitz.-.9.99 

Baal.4.99....4.99 
Ballistrix.4.99....4.99 

Barbarian 2 (palace).7.99 ....7.99 

Blasteriods.4.99. ...4.99 

Blood Money.9.99....9.99 
Boulderdash Const Kit.4.99....4.99 

Brian Cloughs Football.6.99 ....6.99 

Buck Rogers *.-.19.99 

Captive *.16.9916.99 

Carthage*.16.9916.99 

Conflict In Europe.7.99 ....7.99 

Curse of the Azure Bonds *.19.9919.99 
Daily Double Horse Racing .99.9 ....9.99 

E-Swat*.16.9916.99 

Epic*.16.9916.99 

FT Ball Manager 11+Exp Kt 12.9912.99 

Gauntlet 11.7.99....7.99 

.ST.AM 
Golden Axe *.16.9916.99 

Gunboat *.16.9916.99 

Grand Prix Circuit.9.99 ....9.99 

Hard Driven.8.99....8.99 

Hollywood Collection.19.9919.99 

Indianapolis 500*.-.16.99 

Infestation.-.9.99 

Judge Dredd *.13.9913.99 
KickOff (1 Meg).-.14.99 

Line of Fire*.16.9916.99 

Lords Of The Rising Sun.11.99.11.99 

Menace.4.99 ...4.99 

Narc*.16.9916.99 
North & South...9.99 ....9.99 

Platinum *.19.9919.99 

Rocket Ranger.6.99 ....6.99 

Secrets of the Luftwaffe * ....19.9919.99 
Sega Master Mix *.19.9919.99 

Silent Service.9.99 ....9.99 
Strider 2 *.16.9916.99 

Sim City.14.9914.99 

Spy Vs Spy.4.99 ....4.99 

.ST.A.M 
Spy Vs Spy 11.4.99....4.99 

Spy VsSpylll.4.99....4.99 

Super Hang On.8.99 ....8.99 

Tank Attack.7.99....7.99 

Teenage Mutant Turtles *.19.9919.99 

Technosound.39.99 39.99 

TNT*.19.9919.99 

Tournament Golf*.16.9916.99 

Toyota Celica *.16.9916.99 

The Cycles.8.99....8.99 
Toobin.4.99....4.99 

Tower of babel.8.99 ....8.99 

Treasure Dizzy Island.4.99 ....4.99 

TrivialPursuits.14.9914.99 

TV Sports Football.12.9912.99 
Wolf Pack *.-.19.99 

Wonderland *.19.9919.99 

World Champ Soccer *.16.9916.99 

Wrath of the Demon *.16.9916.99 

COMING VERY SOON!!! CALL FOR LATEST DETAILS 
.S.T. .A.M «5 T .AM 

4D Boxing. .16.99.... ....16.99 Music X Jnr. 
Botics. .13.99.... .16.99 Night Shift. .13.99.... ....16.99 
Betrayal. .13.99.... ....16.99 Pool of Radiance. ....19.99 
Billy the Kid. .13.99.... .16.99 Predator 2*. .16.99... ....16.99 
Crime Wave. .16.99.... ....16.99 Rocky Horror Show *. .16.99.... ....16.99 
Death Trap *. .16.99.... ....16.99 Rocket ranger 2. .13.99.... ....16.99 
Draon Strike *. Search for the King. .19.99.... ....19.99 
Duster *. ....16.99 Spellbound *. .16.99.... ....16.99 
Elo Phantoms. .19.99.... ....19.99 Stratego*. .16.99.... ....16.99 
Eye of the Beholder *. ....19.99 Swiv. 13 99 16 99 
Hill Street Blues. .13.99.... ....16.99 The Killing Cloud. 19 99 19 99 
John Matten American Football. .16.99.... ....16.99 Wildfire *. .19.99.... ....19.99 
Midwinter 2. ....19.99 
Mighty Bombjack. .13.99.... ....16.99 

ACCESSORIES 
Naksha Mouse. 

Contriver Mouse 5in 1. 

Power Drive ST/Amiga. 

QS 2 Turbo. 

QS 3 Turbo. 

5 in 1 Contriver Mouse. 

Compo Pro Extra 5000. 

40 Lockable Disk Disk. 

Lockable Disk Box. 

Mouse Mat. 

Mouse House. 

Amiga 4 player Adaptor. 

Amiga 500 Dust Cover. 

Disk Cleaning Kit.. 

Box 10 Bulk disks. 

Branded Sony (Box 10). 

1/2 Meg. 

Amiga + ST Drives. 

CM8833 2. 

Monitor Lead. 

LC200 Colour + Mono + printer.. 

LC 200 24 Mono Printer. 

LC 200 24 Colour Printer. 

JUST IN 
GB ROUTE 

£32.99 
Calculate Route, 
Times, Fuel Uses 

.25.00 

.18.00 

.59.99 

.9.99 

.9.99 

.19.99 

.12.00 

.5.99 

.7.99 

.3.99 

.1.99 

.7.99 

.4.99 

.3.99 

.6.99 

.9.99 

.32.99 

.59.99 

...259.99 

.9.99 

...229.00 

...259.00 

...329.00 

ORDER FORM 

FAX 0908 262551 
24 Hr Hotline 0908 546369 or 0908 615049 

TITLE COMP PRICE 

TOTAL 

Have you ordered from us before? 
ACE 06/91 
NAME:. 
ADDRESS:. 

Yes No 

TEL NO : 

Please send this to Microsmart, 127 High Street, 
Newport Pagnell, Milton Keynes. 

MK168SE 

THE ULTIMATE COLLECTION 

1/2 Meg Upgrade.-.44.99 
Addidas Football.13.99.16.99 
688 Attack Sub.-.16.99 
AMOS.-.34.99 
Austertitz.16.99.16.99 
Axeis Magic Hammer. 13.99.13.99 
BAT*.26.99.19.99 
Back To The Future 2 16.99.16.99 
Balance Of Power.16.99.16.99 
Hint Book Bards Tale 2.-.16.99 
Batman Caped Crusader.12.99 

Batman The Movie.13.99.16.99 
Battle Command.16.99.16.99 
Battle Of Britain.19.99.19.99 
Battle Chess.16.99.16.99 
Battle Master.16.99.16.99 
Beach Volley.13.99.16.99 
Billy the Kid*.16.99.16.99 
Blade Warrior*.16.99.16.99 
Blood Money.16.99.16.99 
Bloodwych Data Disk...9.99...9.99 
Bomber.21.99.21.99 
Boxing Manager.13.99.13.99 
BSS Jane Seymour ...16.99 .16.99 
Budokan.-.16.99 
Cabal.13.99.16.99 
Carrier Command.14.99.14.99 
Castle Master.16.99.16.99 
Cavadar*.16.99.16.99 
Chaos Strikes Back ...16.99....- 
Chuck Yeager*.16.99.16.99 
*' se HQ.13.99.16.99 
Colorado.16.99.16.99 
Combo Racer.13.99.13.99 
Corporation.16.99.16.99 
Commando.13.99.13.99 
Commando War.16.99.16.99 
Conflict Europe.16.99.16.99 
Colonels Bequest (Imb)-.26.99 
Conquest Camelot 
(Imb).-.26.99 
Conqueror.16.99.16.99 
Continental Circus.13.99.13.99 
Crackdown.13.99.13.99 
Crazy Cars 2.11.99.14.99 
Cyberball.13.99.13.99 
Damocles.13.9913.99 
Dan Dare 3.13.99.13.99 
Dark Century.16.99.16.99 
Days Of Thunder.19.99.19.99 
Degas Elite.17.99....- 
Deluxe Music Con Kit...-.69.99 
Deluxe Paint 3.-.59.99 
Deluxe Photolab.-.59.99 
Deluxe Print 2.-.69.99 
Deluxe Production.-.89.99 
Deluxe Video.-.79.99 
Dick Tracy*.16.99.16.99 
Dragons Lair 2.-.26.99 
Dragon Spirit.12.99.12.99 
Dragons Breath.21.99.21.99 
Dragons Lair (Imb).-.26.99 
Dragons Of Flame.16.99.16.99 
Darkken.21.99.21.99 
Dungeon Master.16.99.16.99 
Dungeon Master Editor7.99...7.99 
Dynamite Debugger*.16.99 
Edition One*.16.99.16.99 
Elite.14.99.14.99 
Emlyn Huges.13.99.13.99 
Emlyn Huges Quiz*....13.99.13.99 
Escape From Robot Monsters 
.13.99.13.99 
F16 Combat Pilot.16.99.16.99 
F19 Stealth Fighter ....19.99.19.99 
F29 Retaliator.16.99.16.99 
Falcon.16.99.16.99 
Fantavision.-.29.99 
Falcon Mission Disk...13.99.13.99 
Falcon Mission Disk213.99.13.99 
Ferrari Forula 1.16.99.16.99 
Fighting Soccer.13.99.16.99 
Final Battle*.-.16.99 
Fireball*.16.99.16.99 
Fire And Brimstone.... 16.99.16.99 
Fire and Forget 2*.  16.99 
Flight Sim 2.26.99 .26.99 
Flight of hte Intruder...16.99.16.99 
Fit Disk 7 or 11.13.99.13.99 
Fit Disk European.13.99.13.99 
Fit Disk Japan.13.99.13.99 
Football Director 2.12.99.12.99 
Ffball Manager 2 Gift pk12.99 
12.99 
Ft'baller of the year 2.13.99.13.99 
Full Metal Jacket.16.99.16.99 
Fun School 2 (6-8).11.99 .11.99 
Fun School 2 (over 8).11.99.11.99 
Fun School 2 (under 6)11.9911.99 
Future Wars.16.99.16.99 
Ghostbusters 2.16.99.16.99 
Ghost & Goblins.13.99.13.99 
Ghouls & Ghosts.13.99.16.99 
Gold of the Americans..-.16.99 
Gold of the Aztecs.16.99.16.99 
Golden Shoe*.13.99.16.99 
Grand National.-.13.99 
Grand Prix Circuit.-.16.99 
Gravity.16.99.16.99 
Gremlins 2*.....13.99.13.99 
Gunship.14.99.14.99 
Hard Driven*.13.99.13.99 
Heavy Metal.13.99.16.99 
Heoros.19.99.19.99 
Highway Patrol.16.99.16.99 

w.16.99.16.99 
Hounds Of Shadow.... 16.99.16.99 
Imperium.16.99.16.99 
Impossamole.13.99.13.99 
Indy Jones Action.13.99.13.99 
Indy Jones Adventure 16.99.16.99 
Indy Jones Hint Book.. 5.99 ...5.99 
Interceptor.-.16.99 
Interphase.16.99.16.99 
Int Champ Wresling.-.16.99 
Inte Soccer Challege* 16.99.16.99 
Iron Lord.16.99.16.99 
Italy 1990.16.99.16.99 
It Came From The Desert (1MB) 

.19.99....- 
It Came From The Desert Data 

S T 

Ivanhoe. 
J. Nicklaus Extra Courses 

...13.99.16.9S 

J. Nicklaus Golf.16.99.1 
J. Nicklaus Unlimited Golf. 

.19.99.1 
Jumping Jackson.16.99.1 
K Quest 1,2,3,4 Hint BK6.99 .. 
Kennady Approch.14.99.1 
KickOff.11.99.1 
Kick Off 2.12.99.1 
Kick Off Extra Time.7.99... 
Kid Gloves.16.99.1 
Kind Words 2.-.3 
Kings Quest 4.21.99.2 
Kings Quest Triple.26.99.2 
Killing Game Show*... 16.99.1 

Klax.13.99.13 
Knght of the Crystallion21.9921 
Leisure Suit Larry 2.. . 19.99.13 
Leisure Suit Larry 3....26.99.26 
Licence To Kill.12. 
Life & Death*.19. 
Light Force.16.99.16 
Lombard RAC Rally ...14.99.14 
Loom.16.99. 
Lords Of Rising 
Sun.-  
Lost Patrol.13.99.16 
Magnum 4.16.99.1 
Manchester United.16.99.1 
Manhunter Newyork...16.99.1 
Manhunter NY 
Hint book.6.99.. 
Manhunter S’Francisco21.99 
Maniac Mansion.16.99.16 
Matrix Marauders*.13.99.13 
Microprose Soccer.14. 
Ml Tank Platoon*.21.99.21, 
Midwinter.19.99.19. 
Midnight Resistance ..13.99.If 
Mini Office Comms.16.99.... 
Mini Office Graphics...16.99.... 
Mini Office Spread.16.99 ... 
Murder*.16.99.If 
New Zealand Story .. .13.99.16 
Night Breed*.13 99.16 
Ninja Warriors.13.99.11 
Nitro*.16. 
Norths South.16.99.16 
Operation Stealth.16.99.16 
Oriental Games.16.99.16 
Operation ThunderBolt13.9916 
Operation Harrier*.16.99. 
Operation Wolf.12.99.141 
P47.15.99.16 
Paper Boy.12.99.12: 
Pipemania.13.99.16 
Pirates... ...15.9! 

9.121 

Player Manager 
Plotting*. 
Police Quest.16.99.16 
Police Quest 1,2 
Hint BK. 
Police Quest 2... 
Populas.16.99.16 
Populas Promised Land7.99..7J 
Power Drome.16.99.16 
Power Monger.16.99 .1! 
Precious Metal.15.99.15 
Pro Tennis Tour...16.99.16 
Rainbow Islands.13.99 .1! 
Red Storm Rising.15.99. .. 
Resalotion 101.16.99.16 
Rorkes Drift.16.99.16 
Rick Dangerous.15.99.15 
Rick dangerous 2*.16.99.1! 
Risk.13.99.13 
Robocop.12.99.15J 
Robocop 2.13.99. 
Rotox...16.99. 
Run The Gaunlet.12.99. 
RYF Honda.14.99.14J 
Shadow Warriors.13.99 16! 
Secret Of Money Land19.99l9J 
Shadow Of the Beast.... 
Shadow Of The Beast 2- 
Sherman M4.16. 
Shinobi.12. 
Silent Service...14. 
Silworm IV*.13.99 
SimCity.19.99 
Sim City Terrain.-. 
Sir Fred.16.99 
Sideshow.-...... 
Silkworm.-. 
Skate or Die*.16.99.16J 
Sleeping Gods Lie.14.99.1 
Sly Spys.13.99.1 
Snow Strike*.16.99.1 
Space Ace.26.99.2 
Space Quest 3.26.99.26! 
Space Harrier 3.13.99.13.) 
Spy Who Loved Me ...13.99.131 
Star Wars Trilogy.16.99 .' 
Star Glider 2.14.99 .: 
Stos.19.99.. 
Stos Compiler.13.99.. 
Stos Games Galore ...16.99.. 
Stos Maestro.16.99.. 
Stos Spirits 600.11.99 ... 
Stider.13.99.16! 
Stunt Car Racer.15.99 .15! 
Stun Runner.16.99.13.8 
Subbuteo.12.99 
Super Cars.13.99.13.91 
Swords Of Twilight 
Hint Book.5.99 ..Si 
Teenage Mutant Turtles-.If 
Test Drive 2.-.161 
Technosound.39.99.39J 
Tt Drive 2 Calif. Chall...-..11 
Test Drive 2 Muscle 
Cars...,.-..11 
Test Drive 2 SuperCars-.1! 
The Jetsons.-.161 
The Plague.16.99.16)1 
Thunderstrike.13.99.15# 
The Cycles.-.16# 
Theme Park Mystery..16.99.16# 
The Krista!. 
Time. 
Toobin.13.99.133 
Total Eclipse.13.99.13# 
Total Recall*. 
Tower Of Babel.16.99.16! 
Track Suit Manager....12.99.123 
Trained Assassin.-.133 
Triad Vol 3. 19.99.193 
Turbo Outrun.13.99 
Turrican.-.15! 
TV Sports Baseball*.-.193 
TV Sports Basketball. .. .19# 
TV Sports Football.16.99.17# 
Typhoon Thompson. .13.9 
Twin World.16.99.16# 
UMS.14.99.14# 
UMS 2.15.99 .159 
UMS Scenario 1.8.99....- 
UMS Scenerio 2.8.99....- 

...16.9 
Untouchables... 
Verminator. 
Vortex.. 

Walker*.16.99. 
Waterloo.16.99. 
Wayne Gretzy Hockey 14.99. 
Weired Dreams.15.99. 
Wild Streets.16.99. 
Wings.-. 
Wings of Fury.13.99. 
World Cup Soccer 90.16.99. 
Xenomorph.16.99. 
Xenon 2 Megablast.... 16.99. 
Zak Mckranken.16.99. 
Zombi.16.99. 
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THE NATIONS TOP 
PERIPHERAL SUPPLIER 

JOYSTICKS 

Quickjoy Junior 
£5.95 

Quickshot 2 Turbo 
£9.99 

Comp Pro 5000 Goal 
£9.99 

Comp Pro 5000 Extra 
£12.99 

Star Probe 
£10.99 

Quickjoy Jetfighter 
£18.99 
Topstar 
£19.99 

RADICAL RAM 

w 
1/2 MEG UPGRADE 

The best on 
the Market 

With clock.£24.99 

Without clock£21.99 

Space Ace 
Dragons Lair 2 
Dragon Master 
J.Nicholas 
Kick Off 2 

MICROSMART MEGA DEALS 
All Inc. upgrade and clock 

56.99 
56.99 
46.99 
46.99 
39.99 

MICE 

THE ORIGINAL NAKSHA 
MOUSEpluS/ Mouse & Mat 

(Amiga & ST) 
£19.95 

THE Coiver,5in 
Amiga, ST Comm 

PC, Ams PC. 
Schnider PC 
PLUS! Mouse 

House Mat E19.99 

Mega PC Mouse Pack 
Dr Halo Art Package 9-25 Convertor, 

Pad, Holder, Superb Quality + Value at 
£24.99 

ACCESSORIES 
DISK BOXES 
3.5 

5.25 

40 Cap.£5.99 
80 Cap.£8.99 
50 Cap.£6.99 
100 Cap.£9.99 

REMEMBER DUST KILLS 

1000 3.5 Disk Labels.£7.50 
Disk Cleaning Kit.£2.50 
Mouse Pad.£3.99 
Mouse Holder.£3.99 
4 Player Adaptor.£7.99 
Screen Filter.£9.99 
Printer Lead.£9.99 
ST Turbo Blitz Lead.£19.99 

HARDWARE 
k A 

BATTERIES, 1 
STEREO 

HEADPHONES 
& TETRIS 

GAMEBOY PACK 
£69.99 

16 Bit Mega Drive & 
M Mouse 
£165.00 

Sega Master System 
£74.99 

4^ Please ring for cheap & comprehensive 
list of ail console & hand held games & 

extras 

MUSIC 
Turn your 
Amiga into 

a Mega 
Sound 

Blasting 
System 

50 WATT 3 
Way Speakers Power 

Supply, cables, Headphon - 
es & full instructions 

ONLY £49.99 

Midi Interface. 
.£18.99 
Personal Stereo 
Rewind, Fast Forward & 
Mega Bass Switch. 
.ONLY £14.99 

Call for details on 
the new Roland 

Synth Amiga kit with 
Sampling & 

T ^ sequency 
capabilities 200+ 

sound types with percussion & 
sampled sounds. 

Tiger Cub ST & AMIGA 
ONLY £94.99 

Music X.£59.99 
Master Sound Blaster 2.£39.99 
Techno Sound.£34.99 
Sound Blaster.£49.99 
Aeacs Sonix.£14.99 
Drum Studio.£4.99 
Deluxe Music Con Kit.£54.99 
Amas - Midi - Digitiser.£69.99 
Quartet (ST & Amiga).£24.99 
Perfect Sound .£39.00 
Audio Engineer.£149.00 

Amiga A500 Screen Gems Pack 
£379 inc VAT & Next day Courier 

Screen Gems Pack 

Amiga 500 512K keyboard with built in 1 
Meg disk drive • Free TV Modulator worth 

£24.99 allowing you to use the Amiga with a 
normal TV • Joystick, mouse mat +10 

blank disks, mous6 + mains plug • Amiga 
basic, Amiga extra’s 13 workbench 13 PLUS 
Amiga step by step tutorial • With a further 
four new releases • Shadow Beast 11, Back 

to the Future II, Nightbreed and Days of 
Thunder 

AMIGA A500 CLASS OF THE 
1990’s BUSINESS + 

EDUCATIONAL RACK 
£499.00 inc VAT & next day 

courier 
FEATURES 

Amiga A500 TV Modulator • Midi Interface- 
Software • Kind Words II wordproc’or • 
Page Setter DTP • Super Base Personal 
Database • Maxplan 500 spreadsheet • 

Amiga Logo BBC Emulator Deluxe Paint II • 
Mouse mat 10 Blank Disks and disk wallet 

Amiga A500 Screen Gems Pack Extra 
£399 ihc VAT & Next day Courier 

Screen Gems Pack includes: 

Amiga 500 512K keyboard with built in 1 
Meg disk drive • Free TV Modulator worth 
£24.99 allowing you to use the Amiga with 

a normal TV • 10 free games PLUS 
software has a potential RRP of £200 • 
Joystick, mouse mat +10 blank disks, 

mouse + mains plug • Amiga basic, Amiga 
extra’s 13 workbench 13 PLUS Amiga step 
by step tutorial • With a further four new 
releases • Shadow Beast II, Back to the 

Future II, Nightbreed and Days of Thunder 

Amiga A500 Sound & Vision Pack 
£399 inc VAT & next day courier 

Amiga A500 512K keyboard with built in 1 
Megabyte Disk Drive • Free TV Modulator 

worth £24*99 allowing you to use the Amiga 
with a normal TV • Deluxe Paint il Graphics 

Package • Shadow of Beast II horizontal 
scrolling games software • Back to the 

Future film action software • Nightbreed 
state of the art graphical arcade action • 
10 free games worth £200 • Free joystick, 

mouse mat & 10 blank disks * Amiga Basi# 
Amiga Extras 1.3 Workbench 1.3 PLUS the 

Amiga Step by Step Tutorial • All leads, 
manuals PLUS Mouse and Mains plug • 

PLUS Days of Thunder serious fast action 
games software • Deluxe Paint II 

Amiga 1500 

The Amigja 1500 Personal Home Corrjiputer is 
the ultimate in Personal Home Computers for 

the whole family. Platinum works - intbgrated - 
Word Processor, Database and spreadsheet. 

Deluxe Paint 3 - the ultimate in paint packages. 
Populous and Sim City - State of the Art 
strategy games. BattIechess - the chess 

programme amongst aU chess programmes. 

brought to life in a techbrca+fHghteim.'Al 084’s 
stereo colour monitor to get the best frbm your 

Amiga. The Amiga 1500 has been designed 
around the already popularAmigaASOO, but 

with hardware facilities that would put any mid 
I range business maohiN 'tosharhe. \~\ 
/ Please call for further details 

£1049.00 inc VAT + next day courier service. 

PRINTERS 
Star LC24 200 24PIN including 

ST/Amiga-£259.00 

Star LC200 24 Colour including 
ST/Amiga -£210.00 

Star LC200 24 Colour inbcluding 
interface lead for ST/Amiga ..... £219.00 

LC200 24 Cof&ur - The most popular 
letter quality printer onthe market only 

£219.00 with all Amiga + ST leac 

Amiga Power Supply 
% 

. £34.95 
+ ST Second Drive 880K 

formal! 
CAmiga has Daisy cH 

ck on/off switch 
lain facility. £59.99 



PREMIER MAIL ORDER 
We are on stand No 124 at the 16 Bit Computer Shorn Titles marked * are not yet available and will be sent on day of release. 

Please send cheque/PO/Access/Visa No. and expiry date to : 

Dept AC06, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SS13 1BJ. 
Please state make and model of computer when ordering. P&fP inc. UK on orders over £5.00. Less than £5.00 and Europe add £1.01 

per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail order only..Telephone orders: mon-Fri 

9am-7pm. Saturday 10am A pm. Fax orders : 0268 590076. Tel Orders : 0268 - 590766 

ST AMIGA 

3D Construction Kit*.22.99.22.99 
1/2 Meg Upgrade.-.29.99 
1/2 Meg Upgrade with clock.-.32.99 
A-10 Tank Killer (1 Meg).-.26.99 
ADS*.16.99.16.99 
Assault on Alcatraz *.16.99.16.99 
688 Attack Sub.16.99 
AMOS .29.99 
Ant Heads.-.9.99 
Arachnphobia *.16.99.16.99 
Armour - Geddon *.16.99.16.99 
Atomino *.16.99.16.99 
Awesome.-.24.99 
B.A.T..26.99.19.99 
Back to the Future 2.16.99.16.99 
Back to the Future 3 *.16.99.16.99 
Badlands.16.99.16.99 
Bards Tale 3.-.16.99 
Battle command.16.99.16.99 
Battle of Britain .19.99.19.99 
Battle Chess 2*.16.99.16.99 
Beastbusters *.16.99.16.99 
Betrayal.19.99.19.99 
Battlemaster.16.99.19.99 
Birds of Prey *.26.99.26.99 
Blue Max.19.99.19.99 
Billy the Kid *.16.99.16.99 
Big Game Fishing *.16.99.16.99 
Blade Warrior *.16.99.16.99 
Brat*.16.99.16.99 
4D Boxing *.16.99.16.99 
Buck Rogers (1 Meg).-.19.99 
Cavadar.16.99.16.99 
Cadaver data Disk *.9.99.9.99 
Captive.16.99.16.99 
Carthage.16.99.16.99 
Centurion *.-.19.99 
Chaos Strikes Back.9.99.16.99 
Chase HQ 2.16.99.16.99 
Champions of Krynn (1 Meg)....-.21.99 
Chuck Rock*.16.99.16.99 
Chuck Yeager.16.99.16.99 
Codename Iceman (IMg).-.26.99 
Colonels Bequest (1 Mg).-.26.99 
Commando War *.16.99.16.99 
Conquest Camelot (1 Mg).-.26.99 
Corporation.16.99.16.99 
Corporation Data Disk *.9.99.9.99 
Cricket Captain.16.99.16.99 
Creatures *.19.99.19.99 
Crime Wave *.16.99.16.99 
Cruise for a Corpse *.16.99.16.99 
Cybercon 3*.19.99.19.99 
Curse of Azure Bonds (1 Mg) 19.99.19.99 
Das Boot.19.99.19.99 
Deluxe Paint.39.99.- 
Disney Animation.-.79.99 
Dick Tracy.16.99.16.99 
Dragons Lair 2.26.99 
Dragon Strike *.-.19.99 
Dragon Wars.-.16.99 
Dragons Lair (IMeg).26.99 
Dragons Lair Time Warp.26.99.26.99 
4D Drivin.16.99.16.99 
Dungeon Master.16.99.16.99 
Duck Tales.16.99.16.99 
Duster*.16.99.16.99 
E-Swat.16.99.16.99 
Epic*.19.99.19.99 
Elite.14.99.14.99 
ELF*.16.99.16.99 
Emlyn Hughes.13.99.13.99 
Emlyn Hughes Quiz.13.99.13.99 
Escape from Colditz.19.99.19.99 
Eye of the Beholder (1 meg) *..-.19.99 
Excalibur *.16.99.16.99 
FI 5 Strike Eagle 2 *.22.99.22.99 
FI 6 Combat Pilot.16.99.16.99 
FI 9 Stealth Fighter.19.99.19.99 
F29 Retaliator.16.99.16.99 
Falcon.12.99.14.99 
Falcon Mission Disk.10.99.10.99 
Falcon Mission Disk 2.10.99.10.99 
Fireball *.16;99.16.99 
First Samurai *.16.99.16.99 
Fists of Fury 2.19.99.19.99 
Fire and Forget 2.16.99.16.99 
Flight Sim 2.26.99.26.99 
Flight of the Intruder *.19.99.19.99 
Fit Disk European.13.99.13.99 
Fit Disk Japan.13.99.13.99 

ST AMIGA 

Football Director 2.13.99.13.99 
Ford 98 Rally*.16.99.16.99 
Fun School 3 5-7.16.99.16.99 
Fun School 3 over 7.16.99.16.99 
Fun School 3 under 5.16.99.16.99 
Fun School 2 (6-8).13.99.13.99 
Fun School 2 (over 8).13.99.13.99 
Fun School 2 (under 6).13.99.13.99 
Future Wars.16.99.16.99 
Gazza 2.16.99.16.99 
Gaunlet 3 *.16.99.16.99 
Gods *.16.99.16.99 
Gremilns 2.16.99.16.99 
Golden Axe.16.99.16.99 
Gunship.14.99.14.99 
Gunboat*.16.99.19.99 
Hard Drivin 2.16.99.16.99 
Harpoon (1 Meg).-.19.99 
Hollywood Collection.19.99.19.99 
Heroesquest *.19.99.19.99 
Horror Zombies *.16.99.16.99 
Hunter*.16.99.16.99 
Hydra*.16.99.16.99 
Imperium.16.99...16.99 
Indianapolis 500.-.16.99 
Int Soccer Challenge.16.99.16.99 
It came from the Desert Data ..-.9.99 
It Came from the Desert (1 Meg).14.99 
It Came from the Desert Ant Heads.19.99 
Jack Nichlaus Extra courses....-.9.99 
Jack Nichlaus Golf.16.99.16.99 
Jack Nicklaus unlimited Golf....-.19.99 
Judge Dredd.13.99.13.99 
KickOff 2..12.99.12.99 
Kick Off 2(1 Meg).-.14.99 
Killing Cloud*.16.99.16.99 
KO 2 Super League *.9.99.9.99 
K.O.2 Final Whistle.8.99.8.99 
K.O.2 Giants of Europe *.7.99.7.99 
K.O.2 Return of Europe *.7.99.7.99 
K.O.2 Winning Tactics *.5.99.5.99 
Knights of the Sky *.19.99.19.99 
Last Ninja 3 *.16.99.16.99 
Last Ninja Remix.16.99.16.99 
Leisure Suit Larry 2.19.99.26.99 
Legend *.16.99.16.99 
Leisure Suit Larry 3.26.99.26.99 
Life and Death *.19.99.19.99 
Line of Fire.16.99.16.99 
Loom.19.99.19.99 
Lord of the Rings *.-.16.99 
Lords of Chaos *.13.99.16.99 
Lost Patrol.16.99.16.99 
Magnum 4.16.99.16.99 
Magentic Scrolls Coll *.19.99.19.99 
Masterblazer *.16.99.16.99 
Magic Fly.16.99.16.99 
Mean streets.16.99.16.99 
Mega Lo Mania *.16.99.16.99 
Mercs*.16.99.16.99 
Mega Traveller 1 *.19.99.19.99 
Mig 29.22.99.22.99 
Manchester United.13.99.16.99 
Maniac Mansion.16.99.16.99 
Monty Python.13.99.13.99 
Ml Tank Platoon.19.99.19.99 
Midwinter .19.99.19.99 
Midwinter 2 *.19.99.19.99 
Midnight Resistance.16.99.16.99 
M.U.D.S.16.99.16.99 
Murder.16.99.16.99 
Music X Jnr.-.49.99 
NAM.19.99.19.99 
NARC.16.99.16.99 
Navy Seals.16.99.16.99 
Nightbreed RPG.16.99.16.99 
Nightshift.16.99.16.99 
Nitro.16.99.16.99 
Obitus.26.99.26.99 
Operation Stealth.16.99.19.99 
Oriental Games.16.99.16.99 
Operation Thunderbolt.13.99.16.99 
Off Raod Racer.16.99.16.99 
Overrun (1 meg).-.19.99 
PGA Tour Golf.16.99.19.99 
Pang.16.99.16.99 
Paradroid 90.16.99.16.99 
Pirates.15.99.15.99 
Player Manager.12.99.12.99 
Platinum.16.99.16.99 
Ploting.13.99.16.99 

ST AMIGA 

Police Quest 2.16.99.26.99 
Power Pack.16.99.16.99 
Powermonger Data Disk 1 * ....9.99.9.99 
Pool of Radiance.-.19.99 
Populous.16.99.16.99 
Populous Promised Land.7.99.7.99 
Power Up*.19.99.19.99 
Prince of Pershia.-.16.99 
Powermonger.19.99.19.99 
Predator 2*.16.99.16.99 
Puzznic.16.99.16.99 
Quattro Arcade.9.99.9.99 
Quattro Sports.9.99.9.99 
Railroad Tycoon *.22.99.22.99 
Rainbow Islands.13.99.16.99 
Red Storm Rising.15.99.15.99 
Reach for the Skies *.16.99.16.99 
Rogue Trooper.16.99.16.99 
Robozone *.16.99.16.99 
Rotator*.16.99.16.99 
Rick Dangerous 2.16.99.16.99 
Rise of the Dragon *.26.99.26.99 
Rocky Horror Show *,.16.99.16.99 
Robocop 2.16.99.16.99 
Search for the King *.16.99.16.99 
Secrets of the Luftwaffe *.19.99.19.99 
Secret of Monkey Island *.19.99.19.99 
Sega Master Mix.16.99.16.99 
Shadow Dancer*.16.99.16.99 
Shadow Warriors.13.99.16.99 
Shadow of the Beast.16.99.16.99 
Shadow of the Beast 2.-.26.99 
Shadow Sorceror *.-.19.99 
Shuttle*.19.99.19.99 
Skull and Crossbones *.16.99.16.99 
Sim City.19.99.19.99 
Sim City Terrain.13.99 
Ski or Die *.16.99.16.99 
Sly Spy.16.99.16.99 
Spiderman.16.99.16.99 
Space Ace.26.99.26.99 
Space Quest 3.26.99.26.99 
Speedball 2.16.99.16.99 
Spy Who Loved Me.13.99.13.99 
Stratego *.16.99.16.99 
Strider 2.16.99.16.99 
Star Flight.16.99.16.99 
Star Flight Hint Bk.5.99 
Steven Hendry *.16.99.16.99 
Stun Runner.16.99.16.99 
Subbuteo.16.99.16.99 
Supercars.13.99.13.99 
Supercars 2.16.99.16.99 
Super Monaco GP.16.99.16.99 
Supremacy.19.99.19.99 
Swiv.16.99.16.99 
Switchblade 2 *.16.99.16.99 
Team Suuki.16.99.16.99 
Team Yankee.19.99.19.99 
Teenage Mutant Turtles.16.99.16.99 
Test Drive 2.16.99.16.99 
Test Drive 3 *.-.16.99 
T't Drive 2 California Chall.9.99.9.99 
Test Drive European Chall.9.99.9.99 
Test Drive 2 Muscle Cars.9.99.9.99 
Test Drive 2 Supercars.9.99.9.99 
Thunderhawk *.19.99.19.99 
The Immortal (1 meg).16.99.16.99 
Tournament Golf.16.99.16.99 
Toki *.16.99.16.99 
Toyota Celica.16.99.16.99 
Total Recall.16.99.16.99 
Track Suit Manager 2 *.16.99.16.99 
Treasure Trap.6.99.6.99 
Turbo Challenge.16.99.16.99 
Turbo Challenge 2 *.16.99.16.99 
Turrican 2.16.99.16.99 
TV Sports Baseball *.19.99 
UMS 2 (1 Meg).19.99.19.99 
Viz.16.99.16.99 
Walker *.16.99.16.99 
War Lords *.19.99.19.99 
Wildfire *.19.99.19.99 
Wolf Pack (1 Meg).19.99.19.99 
Wonderland *.19.99.19.99 
Wrath of the Demon.19.99.19.99 
Wings.19.99 
Wiz Kid *.16.99.16.99 
Xenomorph 2 *.16.99.16.99 
Z-Out.13.99.13.99 

SPECIAL 
OFFERS 

GAME ST AMIGA 

Arkanoid 2.5.99.... 
Afterburner.5.99.... 
Batman 2.5.99.... 
Bards Tale 2.-. 
Barbarian 2.-. 
Bionic Commando.7.99.... 
Budokan.-. 
California Games.6.99.... 
CJ's Elephant Antics.5.99.... 
Crazy Cars.5.99.... 
Continental Circus.7.99.... 
Daley Thompsons Challenge5.99.5.99 
Double Dragon.5.99.5.99 
Defender of Crown.7.99.7.99 
Forgotten Worlds.6.99.6.99 
Flood.7.99.7.99 
Ferrari Formula 1.7.99.7.99 
Hong Kong Fuey.5.99.5.99 
Hard Drivin'.9.99.9.99 
Triad Vol 3.9.99.9.99 
Gaunlet 2.6.99.6.99 
Hounds of Shadow.7.99.7.99 
Leather Goddess.5.99.5.i 
Hitch Hikers Guide.5.99.5.99 
Keef the Thief.-.7.99 
KickOff.7.99.7.99 
Interceptor.-.7.99 
IK+.5.99.5.99 
Last Ninja 2.5.99.... 
Outrun.7.99.7.99 
Platoon.5.99.5.99 
Projectyle.7.99.7.99 
Power Drome.7.99.7.99 
R-Type.5.99.5.99 
Rock Star.4.99.4. 
Rick Dangerous.7.99.7. 
Rocket Ranger.7.99.7.99 
Ruff and Ready.5.99.5.99 
RVF Honda.9.99.9.99 
Silent Service.9.99.9.99 
Silkworm.5.99.5.99 
Speedball.7.99.7.99 
Stunt Car Racer.9.99.9.99 
Steve Davis.7.99.7.99 
Super hang On.5.99.5.99 
Switchblade.6.99.6.99 
Treasure Island Dizzy.4.99.4.99 
Turrican.7.99.7.99 
TV Sports Basketball.-.14.99 
TV Sports Football.9.99.12.99 
Yogi and Friends.5.99.5.99 
Yogi's Great Escape.5.99.5.99 
Wizball.5.99.5.99 
Zany Golf.7.99.7.99 

JOYSTICKS 
Quick joy Jetfighter 10.99 
Cheetah 125+ 6.99 
Comp Pro Extra 14.99 
Quickjov 2 Turbo 8.99 
Quickshot 3 Turbo 8.99 
Sega Control Stick 13.99 

BLANK DISKS 
Unbranded 

10X3.5" DSDD 5.99 
20X3.5" DSDD 10.99 
50X3.5" DSDD 23.99 
100X3.5" DSDD 44.99 

Branded 
3.5" DSDD * (each) 1.25 

5.25" DSDD (each) 0.75 



How many games have you bought for your 

Megadrive recently? And how many have 

you been pleased with? Three quarters? Half? The 

odds in the increasingly expensive game of 

Megadrive Roulette are becoming more and 

more unattractive. Like the computer market a 

couple of years ago, for every decent Megadrive 

game, there's at least one rubbish one. 

While companies like Electronic Arts are get¬ 

ting to grips with the 'Drive and learning that 

games must be handled in a different way on 

console and computer, games are still appearing 

(from companies who you would expect to know 

better) of a discouragingly low standard. 

However, perhaps this less that perfect state 

of affairs will simply force Megadrive owners to 

be more selective. It's good news for magazine 

sales, since owners will inevitably be happier to 

pay £1.80 for an opinion they can rely on when 

there's a danger of buying a real clinker other¬ 

wise. 
On the upside, though, 'Drive software is find- 

Of late multimedia seems to be the subject 

of talk buzzing around the lips of many PC 

entertainment software developers. Strip away 

all the blather and multimedia boils down to an 

entertainment/ education software system taking 

full advantage some audio/video techtrickery 

hooked up to a mass storage device, very usual¬ 

ly a CD ROM drive. The reason software develop¬ 

ers are getting so excited about is that multime¬ 

dia software is the sort of thing you can get 

anybody interested. Not just computer tech 

heads, not just wide eyed game freaks, any Joe 

Sixpack or Jenny Sewingmachine that walks into 

Dixons with a few pennies to spend. 

It's all down to the memorytastic amount of 

information you pack onto CD Rom type optical 

storage devices. Instead of a couple of nice digi¬ 

tised pictures on the title screen and pixely look¬ 

ing sprites throughout the rest of a game, it's 

wholly possible to have plenty, literally thou¬ 

sands, of stunning graphics. Instead of a few 

ing itself becoming more varied, and the number 

of scrolling shoot-em-ups is thankfully on the 

wane. 
The rather unweildily titled Lakers versus 

Caltics and the NBA Playoffs is a fine example 

of just that, being a damned find basketball 

game. 
Featuring eight teams, you can face off any 

team against any other, and either play against 

the machine or a friend. 
Each team member has an ability of his own, 

(sounds like a fantasy role playing game, eh?) 

and their attributes can be displayed while mak¬ 

ing team selections. 

These abilities (all modelled on the real-life 

performance of the human players) are mirrored 

in the game itself. A player who has an excellent 

basket-shooting record is more likely to score 

from a distance than someone who's not. 

Control over the player works in Kick-Off style. 

Identified by wearing black shoes instead of 

white, thr player currently under your control can 

dribble, pass and shoot the ball upon your com¬ 

mand. Getting used to the passing isn't easy, 

and the joypad makes it a bit tricky, although 

generally it isn't too fiddly. 
The characteristic behaviour of the players 

even extends to the way they shoot the ball. 

Some will try to dunk it, others will slam it in, 

while some may try flamboyant manoeuvres will 

silly names which rarely work. 

LvCatNP offers arcade-quality play and 

enough in-terms and catchphrases to keep your 

mates baffled for weeks. 
•Richard Evans 

parpy peeps to make up the games sound, full 

stereo CD quality samples can accompany any¬ 

thing you do. With the 550MB an average CD- 

ROM disc can hold there’s no problem of jam¬ 

ming everything 5 and a quarter inch floppies. 

Best of all, the technologies all available right 

this moment and at extremely reasonable prices. 

Intel’s recently launched i750 DVI chip set can 

easily deliver the awesome amount of proccesor 

grunt needed to create highly complex TV speed 

animation. Funnily enough it’s available as a PC 

board. CD-ROM's been around for a fair while, 

mostly used for entertainment and utility soft¬ 

ware. Tandy has just announced a fully fledged 

CD-ROM system for just $399 (transatlantic 

maths translates that to the £230 ballpark). 

Funnily enough Tandy have sectored the PC mar¬ 

ket as there major buyer. It all adds up to the PC 

being the most pragmatic choice for anyone 

looking for a mess around in multimedia. So if 

this stuff’s all available right now, why aren’t we 

all 

THE SOFTWARE 
The software to take advantage of these wonder¬ 

ful boxes of tricks has just failed to materialize 

and the reason why? Standards, or rather lack of 

them. There’s no one standard platform for this 

type of computer entertainment to be run on. 

Luckily things are looking up. Microsoft have 

announced plans to fully support a large number 

of multimedia graphics and storage devices to 

be supported in their next release of Windows. 

That should be due in the summer of this year. 

To YOUR micro... 

Monthly machine specific 
columns for the users of 
the ten most popular 
machines, written from a 
personal viewpoint by 
other users... 

Also Sony and Nintendo and collaborating on a 

proposed standard that encompasses multi- 

media in entertainment computing based around 

a highly powerful video chip set that could easily 

appear in the form of a PC plug in board. 

Micropose are just about to announce a pro¬ 

posed set of guidelines for the standardization of 

CD-ROM based multimedia software, with the PC 

at it's centre. Obviously there's a fair bit for the 

big boys to slug out before a solid standard has 

been decided upon. But it's happening. 

BUT WHAT OF THE GAMES? 
But will it mean better games? Certain sitcoms 

seem to chuck in canned laughter instead of 

jokes and it’s a worry that some publishers 

games will grow in terms of presentation rather 

than content. The switch from entertainment 

software as we know it now to that of the future 

is very large one and developing the new tech¬ 

niques needed for this type of coding will defi¬ 

nitely mean a few stumbled steps. Even so they 

are steps in the right direction. 

COMPETITION! 

Just room for a final compo to round off with this 

month. The first entrry out of the hat will receive 

five pieces of PC software of our choosing'. 

Send your entries to the normal address. 

The question: 

What does VGA stand for? 

See you next time! 
# JENNY TAYLOR 

ADVANCED COMPUTER ENTERTAINMENT 
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AMIGA 

Rumours are abound at the moment regarding a 

new development on the Amiga hardware front - 

ie. the likelihood of Amiga cartridge-based games. If the 

rumours are to be believed, this new medium will offer 

the games player games that currently span two or 

more disks on one compact cartridge without the 

annoying loading breaks associated with disks. If this is 

true, then games such as Dragon's Lair and its many 

sequels and 3D epics will have more memory available 

to them, which will also allow developers to add extra 

stages or tart up each title’s front end and presentation. 

In addition, the main boom of such a system is that it 

will effectively kill off the software industry's arch-enemy 
- piracy. 

From what we have heard, Mindscape are already 

looking into the possibility of the system with their PC 

epic, Wing Commander, the first lined up for release. 

Apparently, the Amiga version will span an enormous six 

disks (such disk use has only ever been necessitated 

for the Bluth conversions), and bunging it on to car¬ 

tridge will not only make the game more accessible but 

probably cheaper, too. One problem is thrown up, 

though, and that is with licences. As no-one has looked 

into the feasibility of cartridges before, there may be 

slight problems in whether companies who own a 

licence will be covered when they want to slap it on a 

cartridge as well as on disk. This is certainly a grey 

area at the moment, and will have to be looked into 

before any companies spend time, effort and money on 

releasing cartridge-based film tie-ins and arcade conver¬ 
sions. 

Even so, creating a cartridge system could be the next 

logical step in terms of game design. Imagine a game 

with graphics similar to those of the Dragon's Lair 

series, only coupled with the gameplay that those titles 

lack - if the rumours are to be believed, the cartridges 

could handle it. In addition, the possibility of current 

games improved, added to, and even compiled paves 

the way for more affordable games. With details so 

sketchy at the moment, don't hold your breath for the 

system, but even so, this could be the development 

which extends the Amiga’s user base even further and 

makes it even more affordable. 

SNOW BROS 
Fans of the cute game sub-genre, will be performing 

cartwheels soon thanks to Ocean and their developing 

team, Ocean France. OF are currently in the process of 

converting the little-known Toaplan coin-op, Snow Bros., 

over to the Amiga, and, from what I have seen, this is 

going to be one to watch. Basically, Snow Bros’s game- 

play is akin to that of Taito’s classic Bubble Bobble, in 

so much that the bare bones of the game involves clear¬ 

ing a number of screens of their alien inhabitants. 

ATARI ST 
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It’s hard to keep up with Microdeal’s outpouring of 

music products for the ST; it seems that you’ve 

just finished reviewing one sampler or music arranger 

when there’s another one on the market. 

The latest releases are Quartet VI.5, an update of 

the 4-channel "sample sequencer”, and Playback, a 

sound output cartridge which gives the ST, STF and 
STFM the stereo capabilities of the STE. 

Quartet VI.5 is a must-have if you lament the ST's 

musical inferiority when compared to the Amiga. At the 

normal price of £49.95 it's reasonable, but at the intro¬ 

ductory offer price of £24.95 it's unmissable. 

Running on any ST without the need for additional 

hardware, it’s very much intended to give the ST the 

same sort of sample-sequencing abilities as the Amiga, 
offering four sampled voices (which can be chosen 

from the 100-sound library provided, or imported from 

Microdeal’s Replay or other popular samplers). 

Since the samples are replayed at up to 16Khz, qual¬ 
ity is good; you can listen to the sounds through a TV, 

monitor, or ideally a Replay cartridge. Sample process¬ 

ing software lets you loop, filter or repeat samples 

before adding them to the 20-voice library which is 

available for each Quartet composition (these can be 
saved as Voice Sets). 

Quartet's main display has a conventional musical 
stave on which you can enter notes by selecting their 

value from a menu box, clicking on the required screen 

position, and sliding to the correct pitch. This is a 

tedious and repetitive process, but you can enter notes 

much faster directly from a MIDI keyboard. 

You can test the music for an individual voice or for 

the whole composition, and once you have the basic 

composition laid down, you can add to it by inserting 

voice change messages, loop points (which can be 

"nested” up to 100 times so you have loops within 

loops), note links, slides, transpositions and so on. 

The results can sound very professional with a little 

patience, and the package includes routines which 

allow you to include Quartet compositions in your own 

programs written in assembler, Basic or C, so Quartet 

is just as suitable as a development tool as it is for 
mucking around entertaining yourself! 

Version 1.5 allows STE owners to output through the 

stereo ports simply by pressing F5. Voices 1 and 2 go 

through the left channel, voices 3 and 4 through the 

right. For ST, STF and STFM owners, pressing F4 will 

route output through the Playback stereo cartridge. A If 

you already have Quartet VI, you can upgrade to the 

double-sided VI.5 disk, which includes the new pro¬ 

gram, more demo music and samples, for £3. If you 

want to upgrade to the new versions of all three 

Quartet disks, which again have extra demos and sam¬ 

ples on side 2, it will cost £6 - and don't forget to 

return your original disks to Microdeal. 

The other new product, Playback, is an unassuming- 

looking grey box which plugs into the cartridge port, 

and has two phono socket outputs which allow you to 

However, where as Bub and Bob were armed with a 

magic supply of bubbles to do their dirty work, Snow 

Bros’s cute hero - a little snowman - can protect himself 

with a number of snowballs which, when lobbed at an 

enemy, cover them in snow and temporarily disable 

them. By repeating this process, they are eventually 

turned into snowballs which can then be picked up and 

rolled across the screen. As the ball gathers speed it 

careers all over the screen, killing anything in its path, 

before slamming into a wall and killing its occupant. 

Each of the platform-laden screens must be cleared 

within an ever-decreasing time-limit, and success grants 

the player with access to the next of the fifty screens. 

The conversion is as close as we have come to expect 

from Ocean France who, in the past have been respon¬ 

sible for the brilliant Pang and Cabal conversions, and 

contains nigh-on everything from the original coin-op. 

The graphics use the Amiga’s entire 32-colour palette, 

and the speed of the original has been faithfully recreat¬ 

ed, rounding off an almost perfect conversion. If cutesy 

games are your bag, then you are going to love Snow 

Bros. Actually, whilst we're on the subject of amazingly 

cute conversions and the Mancurian giants, it seems 

that Ocean are also going to be producing conversions 

of the third game in the Bubble Bobble series, which is 

called something odd like Liquid Kidd), and Ocean 

France are currently about to begin work on Hammerin’ 

Harry as soon as their duties on the aforementioned 

Snow Bros are complete. News is scarce at the 

moment, but we reckon that Graftgold will be drafted in 

for the Liquid Kid honours - especially when you their 

superb Rainbow Islands conversion. 

•Steve Merrett. 

connect it to an external amplifier. It's compatible with 

Quartet, Replay VIII, Replay Professional and 

MasterSound II software, adding stereo capability to 

what were mono samplers. But remember it’s not a 

sampler itself; if you want to digitise your own sounds, 

you have to have one of Microdeal's other hardware 
samplers. 

Normal price is £29.95, but again there's an intro¬ 

ductory offer price of £19.95. Even at this low price 

you might not think it worth the bother, but the 

Playback package also includes Drumbeat, a sophisti¬ 

cated 2-channel drum sequencer program which allows 

“kits” of up to 15 samples to be assembled. Up to 50 

drum patterns can be composed and held in memory 

at once, then assembled into 10 songs, each of up to 

99 steps. You can alter timing values and insert 

triplets, and control tempo internally or from an external 

MIDI clock, which makes Drumbeat a good alternative 
to a cheap MIDI drum machine. 

In the package you also get a Quartet Demo 

Driver, which allows you to combine your own Quartet 

compositions, graphic displays and scrolling messages 

(in colour or hi-res mono modes). Lastly, the package 

includes stereo output drivers written in HiSoft Basic, 

GFA Basic, STOS and machine code, so you can incor¬ 

porate stereo sound in your own programs. 

Since Microdeal are encouraging $T software devel¬ 

opers to make their programs Playback compatible, 

and public domain libraries are supporting Quartet with 

additional tunes and samples, it looks as if nothing can 

stop Microdeal's domination of the ST amateur music 
market. Well played! 

Microdeal, PO Box 68, St Austell, Cornwall, PL25 4YB, 
Tel. 0726 68020. 

•Steve Merret 
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PC ENGINE 
elcome to the June column 

for the PC Engine. This 

month has seen very little 

in the line of new Engine games. It 

seems that all the games suppliers 

in Hong Kong have slowed down 

supplying games, etc, for the PC 

Engine, and are concentrating on 

the Super Famicom and the 

Megadrive. This means the UK mail 

order companies now have to deal 

directly with the Japanese compa¬ 

nies. This means that the latest 

games will get to our grey shores 

slightly quicker. It also means that 

there may be a slight increase in 

the price. 

THE LEGEND OF TOMRA 
Back to the new releases. The high¬ 

light of the month is the release of 

The Legend of Tomra. In this game 

you play the heroic Tomra who must 

recover lost treasures, etc. The 

game itself is full of platform-type 

action, with lots of baddies to keep 

you amused. The graphics are 

almost arcade perfect, and good 

sound effects and music are abun¬ 

dance. The only bad point for the 

game is that the gameplay is a bit 

repetitive, with the same sort of 

action all the time. Overall if you 

liked the arcade game you should 

love this, but otherwise there are 

better platform games about for the 

PC Engine. 

TV SPORTS FOOTBALL 
This game made an massive impact 

on the computer scene when it was 

released several years ago; and 

now it’s out on console. The object 

is simple: play for, and make strate¬ 

gic decisions for, an American foot¬ 

ball team. The graphics are the 

same as the Amiga version, with 

plenty of speed and color. The 

game itself takes a bit of getting 

used to, but soon you’ll be throwing 

touchdown passes, and intercepting 

practically everything. The game 

also features intermission screens 

with cheerleaders and reporters. 

This is the first conversion of a 

Cinemaware game onto a console, 

and if this is anything to go by, I’ll 

be looking forward to the release of 

It Came From The Desert, and TV 

Sports Basketball. 

ZERO 4 CHAMP 
This month's final release is Zero 4 

Champ, in which you participate in 

that dangerous sport of drag rac¬ 

ing. You try to progress up the rank¬ 

ings, aiming to beat and then 

become the champ. 

HERE BE PIRATES! 
I was surprised to read an article in 

NCE about forged console games. 

The pirates apparently target the PC 

Engine and the Megadrive. I had 

never seen or even heard of copied 

PC Engine games, but with a few 

phone calls to people in the know, I 

found out that the problem was 

quite widespread. The copied 

games first came from theTar 

East, and were sold to mail order 

companies as if they were new. 

Now pirates here have got the 

technology to copy the games 

themselves. Some of the pirated 

games are of obvious inferior quali¬ 

ty (the packaging is often photo¬ 

copied etc.), but others are so well 

pirated that it is impossible to tell 

the difference from the original. 

Piracy is a serious problem, and 

drains resources from the compa¬ 

nies writing games, possibly send¬ 

ing them out of buisness. Let's 

hope the law cracks down on these 

thieves as soon as possible. 

TOP OF THE POPS 
If you’re in doubt as to which games 

to buy here is my top five which I 

think deserve your hard earned 
cash: 

• Bomber Man: A classic game. 

The idea is so simple that its sur¬ 

prising nobody thought of it before. 

You plant bombs with the aim of 

clearing the screen of the baddies. 

Great fun in multi player mode. My 

personal favourite. 

• Formation Football: I recently 

rediscovered this at the back of my . 

games collection. The console 

answer to Kick Off, at least until KO 

is released onto the Super 

Famicom. 

• Parasol Stars: The continuing 

saga of Bub and Bob in this CUTE 

game. Platform action at it’s best. 

• TV Sports Football: Just 

released, and like Parasol Stars will 

sell out very quickly, both here and 
Japan. 

• Jackie Chan: A great action/plat¬ 

form romp, with lots of Kung Fu 

action. 

• Gareth Harper 

THE END OF AN ERA... 

ACE says a sad goodbye to the PC 

Engine column for the foreseeable 

future, but next month welcomes 

new Super Famicom and Lynx 

columns into its warm embrace. 

Sorry to all you Engine-eers out 

there. If NEC get their act together 

and officially release the machine 

in the UK, the column will return. 

UNIVERSAL SOFTWARE 
AMIGA SCREEN 

TEL : 0480 63648 or 62012 gems pack i 

We are open 7 days a week MEGA upgrade 
r £349.99 

SEGA MEGADRIVE 
+ PSU + JOYPAD 
(Pal or scart) 
£115.00 

Sega Megadrive Inc 
Game.£135.00 
Megadrive Joy pad.£14.00 
Pro 2 joypad (Rapid Fire).£17.00 
Pro 1 joystick.£23.00 
Arcade Powerstick.£30.00 
Japanese Convertor.£13.00 
8 Bit Convertor.£28.00 
Sega Mega D (UK) Inc Game....£139.00 

Sega Gamegear + 3 Games.£160.00 
PC Engine H.H Inc 2 Games.£270.00 
Atari Lynx Inc Game.£115.00 
Nintendo Famicon + 
2 games (Pal).£320.00 
Neo Geo +1 game 
+ 2 Joypads.£339.00 
Nintendo Gameboy Inc Game....£65.00 

MEGADRIVE GAMES 
Aero Blasters.32.00 
Battle Golf.32.00 
Binimi Run.32.00 
Crack Down.29.00 
Darius 2.32.00 
Dangerous Seed.29.00 
Dick Tracy.32.00 
E-Swat.25.00 
Garies.32.00 
Ghouls n' Ghosts.30.00 
Ghosts Busters.24.00 
Golden Axe.25.00 
Gynoug.32.00 
Hard Drivin.32.00 
Hellfire.24.00 
John Maddens Fball32.00 
Lawers v's Celtics ...32.00 
Magical Hat.32.00 
Mickey Mouse.26.00 
Midnight Resistance32.00 
Musha Alesta.32.00 
Shadow Dancer.32.00 
Sonic the Hedgehog32.00 
Spiderman.32.00 
Strider.32.00 
Super Monaco GP ..29.00 
Wonder Boy 3.30.00 
Wrestle War.32.00 

MEGADRIVE GAMES 
am 

Afterburner 2.30.00 
Arnold Palmer Golf..30.00 
Battle Squadron.34.00 
Budokan.34.00 
Dynamite Duke.30.00 
E-Swat.30.00 
Forgotten Worlds ....25.00 
Ghost Busters.30.00 
Ghouls n' Ghosts.35.00 
Golden Axe.30.00 
Hard Drivin.30.00 
James Pond.34.00 
John Maddens F'ball34.00 
Mickey Mouse.33.00 
Moon Walker.30.00 
PGA Tour Golf.34.00 
Phantasy Star 2.50.00 
Populous.34.00 
Rambo 3.25.00 
Revenge of Shinobi.30.00 
Strider.35.00 
Super Monaco GP ..30.00 
Thunder Force 2.30.00 
Truxton.27.00 
World Cup Soccer...25.00 
Zany Golf.34.00 
Zoom.25.00 

LYNX GAMES 
Blue Lightening.20.99 
Slime World.20.99 
Electrocop.20.99 
Rampage.20.99 
Roadblasters.20.99 
Paperboy.20.99 
Gaunlet 3.22.99 
Chips Challenge.20.99 
Gates of Zendocon .20.99 
World Cup Football .20.99 
Robo Squash.20.99 
Pacland.20.99 
Zalor Mercenary.20.99 
Rygar.20.99 
Xenophobe.20.99 
NFL Football.20.99 
Vindicators.20.99 
Scrap Yard Dog.20.99 
Shanghai.20.99 
Xybots.20.99 
Klax.20.99 
Ms Pacman.20.99 

Please make cheques/PO to Universal Software, 3 Fairfields 
Crescent, St Ives, Huntingdon, Cambs. PEI7 4NW . P&P and VAT Inc. 

MARTINS 

34 Keswick Gardens, Redbridge, 
Ilford, Essex IG4 5NB 

To order phone our shop 081-521 0692 10am to 6pm or 081-550 5073 after 6pm. 

MEGADRIVE Jap U.K NINTENDO Jap U.K 
Cyberball. ..£32.00 ... ...£33.00 Batman. ....£32.00 
Super Real Basketball. ..£32.00 ... ...£33.00 Double Dragon II. .£34.00 
Super Hang On. ...£32.00 Turtles. .£33.00 .. ....£26.00 
Dick Tracey. ....£33.00 World Wrestling. ....£34.00 
Techno Cop. ...£32.00 Mario Bros 3. ....£30.00 
Fatal Labyrinth. ...£32.00 Robocop. ....£30.00 
Arnold Palmers Golf.... ..£32.00 ... ...£32.00 Mega Man II. ....£34.00 
Lakers Vs Celtics. ...£33.00 Super Mario Bros.... ....£30.00 
Hellfire. ..£32.00 Duck Tales. ....£30.00 
Magical hat. ..£33.00 
P.G.A. Golf. ...£34.00 GAMEBOY Jap U.K 
Wrestle Ball. ..£33.00 Batman. £24 00 £25 00 
James Pond. ....£34.00 Operation C. ....£24.00 
Battle Squadron. ....£34.00 Chase HQ. ....£25.00 
John Madden's Football. ....£32.00 Robocop. ....£25.00 
Sword of Sodan. ....£35.00 fihoRthnster<? II £25 00 
Tiger Heli. ....£34.00 R Type . ....£24.00 
Mickey Mouse. ..£33.00 Bad 'n' Rad. ....£24.00 
Ring Side Angel. ..£33.00 Spiderman. ....£24.00 
Wonderboy III. ..£33.00 Bubble Bobble. ....£24.00 
Batman. ..£35.00 Dragons Lair. ....£24.00 
Darius II. ..£32.00 FI Spirit. ....£23.00 
Strider. ..£33.00 Wrestling. .£21.00 
Super Monaco GP. ..£32.00 ... ....£33.00 N.B.A. Basketball.... ....£24.00 
Hard Drivin'. ..£32.00 ... ....£35.00 Rolands Curse. ....£24.00 
Moonwalker. ..£33.00 FI Race. .£21.00 
Shadow Dancer. ..£33.00 Kung Fu Master. ....£24.00 
Revenge of Shinobi. ..£32.00 ... ....£34.00 
Midnight Resistance.... ..£37.00 We also stock a variety of games 

Crack Down. ..£33.00 for the: Game Gear, Lynx, 

Super Airwolf. ..£33.00 Famicom, PC Engine, Sega 
Elementary Master. ..£33.00 Mastersvstem + Commodore 
Dynamite Duke. ..£32.00 Amiga 

This is just a small selection of the games in stock, ring for any game 
that is not listed. To order simply phone or send a cheque to the 

above address. 
_24 hour delivery by hand for local orders!! 
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BIRMINGHAM 
A.J.CONSOLES 
021-778-3910 

WE OFFER PERSONAL 
DELIVERY TO ALL 

CUSTOMERS WITHIN A 10 
MILE RADIUS (CHARGE) 

POSTAL ONLY £5 PER 
CONSOLE £1 PER GAME 

ORDERS TO 59 ST.AGNES 
ROAD, MOSELEY, 
BIRMINGHAM, B13 9PJ 

SEGA MEGADRIVE (PAL) 1 
GAME AND HEADPHONES 
£169.95 

NINTENDO SUPER 
FAMICON INCS JOYPADS 
AND ANY 2 GAMES FREE 
* RING NOW FOR EXCELLENT 
PRICE 

PC ENGINE GT HANDHELD 
& FREE GAME £290 

GOOD SELECTION OF 
GAMES PHONE FOR THE 
LATEST TITLES 
ACCESSORIES AVAILABLE 

Mia© 

ME 
COSMIC 
PRGE 

Eye of the Beholder 
fin 

Advanced 
Dungeons & Dragons ® 

f ORGOTTefil R£ALM$ 
jAdvet'dui'e 

For the IBM & Amiga 

#2 “North Atlantic Convoys” 
#3 “The MED Conflict” 
Harpoon Scenario editor 

ALL on the IBM + Amiga 

Flight Simulations - Sports Simulations 
Strategy - Role Playing - Wargames 

Adventures - Sci-Fi Adventures 
for IBM and COMPATIBLES - AMIGA - ATARI ST - C64 

and the S€OA M6GADfW€ 

we IMPORT the LATEST U.S.A. RELEASES 

VISIT our SHOP in Hampton Hill 
or send £2.50 for our Extensive CATALOGUE. 

Mail Order and Overseas Inquiries welcome 

Phone 081 977 8088 Fax 081 977 4822 
28 D&E The Courtyard. High Street. Hampton Hill. Middx. TW12 1PD. 

GUNFIGIITEK 
USE YOUR VOICE 

TO 0UTDRAW 
THE GUNFIGHTER 

CASH PRIZES 

0898 3135 90 
INFOOIAl POBox 36 LSI 4TN Call charges 33p Per Min Cheap 44p Per Min All Other Times 

GAMEBOY 

Mo mucking about. Let's get 

going straight away and take 

a look at a couple of imported 

games! 

DRAGON S LAIR 
Most readers will no doubt be famil¬ 

iar with Readysoft's graphically 

amazing but totally unplayable 

Dragon's Lair. As a conversion it 

was perfect - because the original 

coin-op was totally unplayable as 

well! 

So it was with more than a little 

concern that I plugged this cart into 

my Gameboy. Without the superb 

graphics and sound, would there be 

anything to hold my attention? So 

imagine my surprise to find that 

Dragon's Lair is not bad at all. 

Mind you, it has to be said that, 

as conversion's go, the game 

designers have cheated a bit. The 

only link left between this cart and 

the coin-op is the game's name! 

Gone are the cartoon-like graphics. 

Instead, the player now has to guide 

Dirk around a network of platforms, 

avoiding monsters and meanies and 

collecting flashing gems (a bit like 

Super Mario Land). Dirk has been 

reduced to a tiny, almost unrecog¬ 

nisable, sprite, but the scrolling 

backdrops are superbly drawn. 

There's quite a bit of gameplay vari¬ 

ety - one part of the game even has 

Dirk riding a speeding minecart like 

Indy in Indiana Jones and the 
Temple of Doom. 

Overall, Dragon's Lair is a decent 

game. The platform action is a little 

on the fiddly side, due to small size 

of the sprites, and it's very tough. 

Unless you have the reaction speed 

of a rattlesnake, you'd be advised 

to play the game on easy! 

DUCK TALES 
Yet more platform antics! It seems 

games designers think that the 

Gameboy was built for platform and 

puzzle games! Never mind, because 

Duck Tales is really pretty good. 

You take control of Scrooge 

McDuck as he waddles and leaps 

through level after level of scrolling 

platforms. Various monsters attack 

and try to make duck soup out of 

him, so it's lucky that he's armed 

with a walking cane with which he 

can knock the baddies away. By 

jumping and pressing fire Scrooge 

can cling to the cane and use it as a 

pogo stick to bounce himself out of 

trouble. 

Along the way there are special 

objects which, when hit by the cane, 

disappear to reveal jewels and 

money - just the sort of thing the 

avaricious fowl loves! 

Duck Tales is the sort of game to 

wave in the face of colour handheld 

owners who laugh at the Gameboy's 

graphic capabilities - it features 

some gorgeous backgrounds and 

large well-animated sprites. And 

while you're gloating, remind those 

Lynx/Gamegear owners that the 

Gameboy's batteries last for more 

than a short car journey - unlike 

some handhelds I could mention... 

But be warned that Duck Tales is 

very tough and sometimes frustrat¬ 

ing. Which is a pity, because this 

game would otherwise be ideally 

suited to the younger gamers. If 

you fancy a real challenge, then this 

is the cart to buy. 

TIPS, TIPS, AND MORE TIPS 
Mike Walpole from Wolverhampton 

has sent in a couple of tips for 

Tennis and W&WX. So, take it away, 
Mike. 

TENNIS 
When serving, press A or B to throw 

the ball into the air as usual, but 

instead of hitting it straight away, 

wait until the ball's too high and 

press A or B again. Naturally, you'll 

miss, but you can now move the 

player so that he's directly under 

the ball. Let it hit him on the head! 

You'll find that you've won the point 

without actually hitting the ball! Do 

this and you'll win easily. 

WIZARDS AND WARRIORS X 
Some playing tips: 

Level 1-0: Walk left and get the 

extra life and key. 

Level 1-1: Go through the bottom 

door, get the extra life, then leave 

the room. 

Level 1-2: Get the Invincibility spell 

using the key from Level 1-1. You 

should now be in a room with three 

gems; take them, jump onto the life 

and jump to the right. Now you 

should be able to enter two rooms, 

one with a life and a key. 

Level 1-3: Stand at the bottom plat¬ 

form to kill the giant and finish the 

stage. 

• David Upchurch 
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Our monthly 
prize word 
puzzler, set by 
the inimitable 
MIPS 

PUZZLE PRIZES 

If you’re the sender of the first 

correct crossword solution out of 

the hat, you'll get a free game for 

your machine. We regret that we 

cannot specify exact titles, but 

we'll do our utmost to ensure that 

the prizes get your adrenalin 

pumping. Don't forget to specify 

your machine format! 

CLUES 
ACROSS 
5 Carl is, um, 
developing Microstyle 
game (8) 
6 Mean to produce 
new title (4) 
7 Original digital 

computer! (6) 
9 Uncivilised game from Firebird (6) 
10 Is Gun Battle from Lankhor? (1.4) 
11 Stop ACE's new edition first (5) 
14 A way to destroy art (5) 
15 Calling ACE before assessing loss leaders 
from Ocean 
17 George The First - young version of 
Megadrive game (6) 
18 Laura's tantrum about game from Sega 
19 Cassette player on a ship (4) 
20 Pat's line playing Mark Eaton game 

CLUES DOWN 

HOW TO ENTER 

Every month we offer a free game 

worth up to £25 for your machine 

if you're the sender of the first 

correct crossword solution out of 

the hat. The address to send your 

solution to is: 

ACE June 91 Crossword, 

Priory Court 

Farrtngdon Lane 

London 

EC1R 3AU 

The deadline for entries is always 

the 8TH OF THE MONTH MEN¬ 

TIONED ON THE COVER - Saturday 

June 8th 1991. 

APRIL 91 RESULT 

1 Zortech's possible origin of the universe 
(3,4) 
2 Top games maga¬ 
zine's cards (4) 
3 The RAM's 
destroyed by pet (7) 
4 I'm taking a long 
time to get the picture 
(5) 
6 Any slaves strug¬ 
gling with new game 
from Ocean? (4,5) 
8 Fling stone at Core 
Design product (5,4) 
12 Trips up! (7) 
13 Game Boy in pain 
(7) 
16 Betsy decoded 
units of data (5) 
18 Part played in 

(4) 
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SHOP WATCH 
The most frequently asked ques¬ 

tions heard in computer retail¬ 
ers over the past few months have 
covered two subjects: 
t. Magic Land Dizzy - when is it 
going to be available as a stand 
alone product? and... 
2. Commodore’s CD TV - when will it 
be available, how much will it cost, is 
it an improvement on the Amiga? 
when will the add-on CD drive be 
available for the Amiga, and how 
much will THAT cost? And so on, and 
so on... 

Well, here are the answers. 
1. Last month - on 8-bit at least. If 
your retailer tells you different, then 
he probably has large stocks of the 
'Dizzy' compilation he would like to 
move first. A 16-bit version is due 
'real soon now'... 
2. The sumptuous invitations to the 
CDTV Official Launch have now been 
received by those key industry 
figures (in other words, the. ACE edi¬ 
torial staff). The invitations were 
printed - tacky, tacky ~ on CD-ROMS 
and the date is June 30th. It should 
be available to buy within the next 
two months. It will retail at £599 
and, yes, it will be quite an improve¬ 
ment over a standard Amiga - obvi¬ 
ously in the sound department and 

Software seller 
Dirk Longhorn 

looks forward to 
CDTV... 

also in the oft-ignored ease-of-use 
and friendliness departments. The 
CDTV is only going to be available in 
very small numbers initially and only 
through certain dealers. If your local 
dealer is going to be a stockist then 
urge him to hold a demonstration 
evening because it really is worth 
seeing. 

Commodore have insisted that 
the price of the CDTV will be static 
'at least until Christmas' and that the 
add-on CD drive for the Amiga 
should be released before Christmas 
and will retail at £299. This, if true, 
will surely ensure the success of the 
medium. It will be THE add-on that 
every Amiga owner will demand 
from Father Christmas and if I were 
you I'd ask your local dealer NOW to 
save you one, because demand is 
sure to outstrip supply once existing 
owners have seen the enhancements 

possible with CD. 
Speaking of enhancements, those 

flight-sim enthusiasts with a 386- 
based VGA PC are in for a real treat 
within the next few days. F29 
Retaliator is being released and will 
chase away all bad memories of pre¬ 
vious incarnations.. The graphic dis¬ 
play is so highly detailed it could be 
a real simulator and if you think 
you've see smooth fast graphics in a 
flight sim then you really ought to 
see this. 

Ocean will be providing dealers 
with demonstration disks so don't 
feel shy about asking him to demon¬ 
strate it for you. If you really want to 
be sneaky, take along an Amiga- 
owning friend who has F29 and ask 
to see it - although it would proba¬ 
bly be more fun watching your 
friend's face! 

With the launch of Sega's Game 
Gear seemingly only minutes away, 
the hand-held console battle is really 
hotting up. About time too. With 
just Lynx and Game Boy there 
seemed to be an unofficial truce 
with each machine professing to be 
aimed at different ends of the mar¬ 
ket.. Total tosh, of course. There is 
only one market and it has no ends - 
people either want a hand-held or 

they don't. It's in the consumers’ 
interest for there to be savage com¬ 
petition between brands: it keeps 
retail prices down and improves the 
rate of software production (witness 
the increases in Lynx and Game Boy 
titles over the last few months) 
which encourages people to buy 
which stimulates more software and 
so on... 

Some people are holding off from 
buying to see if there will be a win¬ 
ner in the hand held war, but this 
seems pretty silly - both the Lynx 
and Game Boy have their attractions 
and it seems unlikely that the Game 
Gear will be any different. Basically, 
the trade off is between battery life 
and colour. You pays your money 
and you takes your choice. 
Personally, I'd pick the machine that 
has the first decent version of 
Scrabble for it. 

Incidentally, don't quote me on 
this, but a little bird told me that 
Game Boy cartridges are actually 
produced in colour and just the 
machine is monochromatic. I don't 
think the little bird has got it exactly 
right, but I don't think it’s far wrong 
either. I'll leave you to draw your 
own conclusions. 

ANCO are giving us armchair foot¬ 
ballers no peace. Not content with 
putting out more data disks than 
you can throw a toilet roll at, there 
will be K03 in September and Player 
Manager II in December. Do these 
people have no respect for family 
life?? 

DO YOU DEAL IN CONSOLES? 

DO YOU DEAL IN AMIGAS? 

DO YOU DEAL IN ST's? 

DO YOU DEAL IN PC's? 

IF YOUR ANSWER IS YES, 

THEN MAKE YOUR AD MAKE 

MONEY BY ADVERTISING IN 

ACE’S 

PINK PAGES.NOW! 

CALL OUR NEW 

SALES EXEC - 
TINA ZANELLI ON 071- 

251-6222 EXT 2483 

BOOK YOUR AD TODAY AND 

MAKE LOADS A MONEY!!! 

ATTACK 
SADDAM 

GET THROUGH 
HIS DEFENCES 

AND DEFEAT HIS 
BODYGUARDS NOW.. 

0898 31 35 46 
IlNFODIAl POBox 36 LSI 4TN Cal charges 33p Per Min Cheap 44p Per Min A» Other Tlmej 

A Chance To Win 
Your choice of the following prize 

AMIGA A500 COMPUTER or 

STAR LC10 PRINTER + SOFTWARE 

CALL 0836 407263 
Answer 4 simple questions 

Call charges 33p per min cheap 44p per min all other 
times. 
Please ask permission of person who pays phone bill. 
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Summer's coming! 
Which, knowing 
our weather, will 
mean either three 
months of non¬ 
stop baking heat 
or constant torren¬ 
tial rain. Either 
way, looks like 
you'll be spending 
a lot of time indo- 
ord escaping from 
the heat/rain. 

What are you 
going to do with 
all that free time? 
Why not play a top 
game? But what to 
buy? Just read on, 
and know that 
whatever you 
select from this 
list will keep you 
happy into the 
autumn and well 
beyond. 

AWESOME 

Psygnosis • Amiga £24.99 • Atari 
ST £24.99 (without T-shirt) 
Ashoot-'em-up where you'll 
need to master four different 
gameplay styles if you're to sur¬ 

vive. The first is similar to 
Asteroids, except that here your 
ship stays stationary and the 
aliens and rocks rotate about 
you. Next is a Space Harrier-like 
battle against a giant space drag¬ 
on. After that you pilot your ship 
over the multi-directional paral¬ 
lax scrolling surface of an alien 
world, shooting aliens and 
searching for the landing bay. 
Finally there's a Gac/nt/et-style 
run around the starbase looking 
for the entrance to the space sta¬ 
tion. The graphics wouldn't look 
out of place in an arcade. A stun¬ 
ning game, if a little derivative, 
and well worth its ACE rating. 
★ ACE RATING 900 ON AMIGA 

BATTLE CHESS 2 
Electronic Arts • Amiga £24.99 • 
Atari ST £24.99 • PC £29.99 
Sequel-itis spreads from 
Hollywood to the computer 
industry! This time round the 
rules are based on the Chinese 
variant of Chess, which intro¬ 
duces some new moves, has a 
river bisecting the board (which 
some pieces can't cross) and limits 
the King's movement to an 
'Imperial Palace'. As before the 
board is viewed in 3D, with all 
the pieces 'taking' each other in a 
variety of amusing and well-ani¬ 
mated ways. While a bit slow and 
irritating running from floppies 
due to all the disc swapping , a 
hard disc shows the game to be 
far faster and more lethal than 
normal Chess. A game that 
should keep even the most jaded 

Chess fan happy. 
* ACE RATING 895 ON IBM PC 

BOULDERDASH 
Victor Musical Industries • 
Gameboy ¥3400 (Import) 
Yet another steal from the C64 
catalogue of great games. Hey 
kids, remember this? Guide cute 
and cuddly Rockford around 
umpteen (that's journo-speak 
for more than can be counted 
on one hand) mazes of boulders 
and meanies in pursuit of dia¬ 
monds. But bear in mind that 
digging around boulders can 
make them tumble down on 
your head! An arcade puzzle 
game of the most addictive 
kind and yet another game ide¬ 
ally suited to the B&W hand¬ 
held wonder. 
* ACE RATING 908 ON GAMEBOY 

BRAT 
Imageworks • Amiga £24.99 • 
Atari ST £24.99 • IBM PC £24.99 
Where Lemmings lead the way, 
others now follow - and why 
not as long as the games are as 
good as Braf? Little Nathan, the 
World's naughtiest nappy-wear¬ 
ing nipper, wanders around var¬ 
ious vertically-scrolling levels. 
Unfortunately he's a little 
stupid, and will happily walk off 
the edge of cliffs and into traps 
and monsters - unless you guide 
him otherwise by placing direc¬ 
tion changing icons in his path. 
Those who are deft with the 
mouse can guide Nathan into 

the coins and toys littering the 
landscape for bonus points. A 
magic mix of cuteness and 
craftiness, Brat will have you 
playing into the small hours. 
* ACE RATING 850 ON AMIGA 

CHUCK ROCK 
Core Design • Atari ST £24.95 • 
Amiga £24.95 
Unga-bunga! Poor Chuck Rock's 
spouse has been kidnapped by 
the fiendish Gary Gritter and is 
now held prisoner at the end of 
five massive levels of platform- 
pouncing, rock-throwing, belly¬ 
butting pandemonium. 
Graphically, Chuck is a real 
treat, with some hilariously ani¬ 
mated dinosaurs and very slick 
32-colour arcade-quality paral¬ 
lax scrolling. Although a fairly 
basic platform game, the varied 
backdrops, rapid pace, novel 
atack modes and humourous 
setting ensures that boredom 
won't set in. 
* ACE RATING 886 ON AMIGA 

FLAMES OF FREEDOM: 
MIDWINTER 2 
Microprose • Atari ST £24.99 • 
Amiga £24.99 • IBM PC £TBA 
Now this is a challenge; how do 
you sum up a huge game like 
FoF? The big thaw has set in, 
and Midwinter is now Agora, 
the island HQ of the Atlantic 
Federation. You play one of 
their crack agents with the task 
of scuppering an impending 
attack by the evil Saharan 
Empire. The majority of the 
game takes place in a massive 
solid-3D world, with your spy 
able to use any mode of trans¬ 
port he/she may come across, 
everything from on-foot to heli¬ 
copter. But this is no shoot-'em- 
up. There's more than enough 
strategy and subterfuge to keep 
any non-arcade fan happy. A 
major contender for game of 
the year - already! 
* ACE RATING 950 ON ATARI ST 

4D SPORTS BOXING 
Mindscape • Amiga £24.99 • 
Atari ST £24.99 • PC £24.99 
This violent clash between two 
solid-polygon generated 
pugilists is the best rendition of 
the 'noble art' yet seen on a 
home computer. The use of 
polygons allows the action to 
be viewed from absolutely any 
angle, and a video playback 
option allows you to watch that 
decisive upper-cut again and 
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arcade: gamer 
Trading World Shopping Centre, 

131 Broadway, 

Bexley Heath, Kent. DA6 7HE 

★ SHOP : TEL 081-298-0226 

Open Mon-Sat 9.30-5.30 pm 

VIDEO GAME SPECIALIST 
In store Demonstrations 

"YOU'VE PLAYED THE TOYS NOW PLA 
THE REAL THING" 

HOME ARCADE MACHINE - 

RUNS ARCADE GAMES (PCB'S) 

Only £307 includes delivery. 
PCB's from £50.00. We buy and sell PCB's. We can obtain almost any PCB 

to order. Selection of PCB's in stock : 
Black Tiger (Capcom).£95.00 
P*47 (Jalecon).£195.00 
R-Type (Irem).£155.00 
Salamander (Konami).£195.00 
Side Arms (Capcom).£75.00 
Thundercross (Konami).£240.00 
Vulcan Venture (Konami).£205.00 
Wardener (Taito)..£75.00 

We also Stock : 
* SEGA 16 BIT MEGADRIVE * 
* SEGA MASTER SYSTEM * 
* SEGA GAME GEAR * 
* NINTENDO SUPER FAMICOM * 
* NINTENDO ENTERTAINMENT S 

* NINTENDO GAMEBOY * 
* PC ENGINE* 
*PC ENGINE CD ROM * 
* ATARI LYNX * 

I* * SNK NEO GEO * 

Pus games and accessories for the above machines 

Mail Order welcome : fast delivery 

We take : Access/Visa/Mastercard/Eurocard 

NINTENDO”*® 

i CHI YOU (AK200MBIT 
SAME MS 

WE CAN 
(and then some) 

So drop us a line for more details on this and our other seiMces. 

RGSGdRCH 
• TRADEMARK Or NINTENDO OF AMERICA INC. 

Mate 
ROGUE RESEARCH 
P.O.BOX291, 
GLASGOW. 
G211XY 

again. Highly realistic, with a 
huge range of moves and a lot 
of work to be put in if you're to 
become World Champ! 
★ ACE RATING 900 ON IBM PC 

JOHN MADDEN S FOOTBALL 
Electronic Arts • Megadrive 
£39.99 
What a game! The definitive US 
footy game yet available on any 
home system. The graphics are 
superbly realistic - as is the 
gameplay - and the excitement 
is non-stop. The sampled grunts 
and groans add to the action. If 
you're a Megadrive owner then 
you'd be a mug to miss this. Set 
out for your software shop right 
now! 
★ ACE RATING 904 ON SEGA MD 

KILLING CLOUD 
Mirrorsoft • Atari ST £24.99 • 
Amiga £24.99 • PC £24.99 
San Francisco, 1997. (By the 
way, have you noticed how 
many games are set in 1997? 
Why the bad reputation?) The 
city has been enveloped by a 
thick poisonous smog, causing 
untold chaos and leaving the 
populace at the mercy of psy¬ 
chotic criminal cults. As one of 
the last-surviving officers in the 
SFPD, its your job to try and 
restore law and order. The 
game takes the form of mis¬ 
sions, where you must try and 
fly you hover-bike into the city 
(suitably protected, of course) 
and try to arrest criminals and 
so forth. Exciting street-level 
action depicted in smooth 3D 
and a highly atmospheric plot 
combine in a superb game that 
should please any would-be 
gang buster. 
iftr ACE RATING 915 ON AMIGA 

LEMMINGS 
Psygnosis • Atari ST £24.99 • 
Amiga £24.99 • PC £24.99 
In an age of ever-faster vector 
graphics and smoother parallax 
scrolls, Psygnosis was the last 
company expected to release a 
simple-looking game based on 
the suicidal tendencies of some 
cutesy little rodents. The object 
of the game is beautifully 
straightforward - you must 
guide a certain number of ran¬ 
domly-meandering lemmings to 
safety from one end of a peril- 
strewn level to the other.. You 
can endow chosen lemmings 
with a range of special abilities, 
such as climb or dig, with which 
you can get them past traps and 

obstacles. Incredibly playable 
and addictive, it's a game that 
will hopefully encourage pro¬ 
grammers to spend as much 
time on a game's gameplay as 
its graphics. 
* ACE RATING 910 ON AMIGA 

PIPE DREAM 
El/Lucasfilm • Gameboy £25 
(Import) 
Most readers will probably be 
more familiar with this game 
under its original title of 
Pipemania. All the action takes 
place on a 10 x 7 grid. Using a 
cursor you have to drop varying 
sections of piping onto the grid, 
with the aim of making a 
pipeline for 'flooz' to flow 
down. Should the flooz leak 
before it has passed through a 
set number of pipe sections 
then it's game over. Later levels 
introduce directional pipes (the 
flooz MUST flow a certain way) 
and obstacles. Infuriatingly 
addicitive - it's the sort of game 
the Gameboy was designed for. 
* ACE RATING 910 ON GAMEBOY 

POWERMONGER 
Electronic Arts • Amiga £29.99 
• Atari ST £29.99 
A new computer classic, with 
the highest ACE rating ever. You 
play a warlord, exiled from your 
homeland along with twenty 
followers, who has just landed 
on the shores of 200 islands, 
ripe for conquering. 
Unfortunately the current resi¬ 
dents are not quite so keen on 
your enforced leadership, and 
will do all they can to resist you. 
Using a similar viewpoint to 
Populous, the landscape is here 
polygon-based and thus can be 
manipulated in just about any 
way you require. The excellent 
visuals are supported by highly 
atmospheric sound. All control 
is by mouse, and couldn't be 
easier. To play it is to worship it. 
An absolutely essential buy. 
★ ACE RATING 973 ON AMIGA 

PRINCE OF PERSIA 
Broderbund/Domark • Amiga 
£24.99 • Atari ST £24.99 • IBM 
PC £24.99 
A game that could so easily go 
unnoticed and unloved by the 
shelf-scouring hordes looking 
for the latest licence. The 
graphics, when static, are fairly 
unimpressive (although they do 
get better on the later levels), 
but when they move... The ani¬ 
mation as you guide a young 
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Prince through umpteen levels 
of platforms, pits, spikes and 
swordsmen is quite excellent 
and life-like. And the gameplay, 
although it may sound unin¬ 
spired, is as good as the graph¬ 
ics. Some of the action has a 
real cliff-hanger aspect to it. 
* ACE RATING 915 ON AMIGA 

RISE OF THE DRAGON 
Sierra/Dynamix • PC £24.99 • 
Amiga £24.99 • Atari ST £24.99 
An entertaining and graphically 
superb - if little short-lived - 
adventure. Set in the gloomy 
pollution-ridden city of Los 
Angeles circa 2053, you play pri¬ 
vate 'tec 'Blade' Hunter. The 
Mayor's daughter has been 
killed by some duff narcotics, 
the cops are chasing their own 
tails and it's up to you to get to 
the bottom of the drug-ped¬ 
dling scam. All game interaction 
is controlled by simple point- 
and-click, either to use or exam¬ 
ine objects in rooms or to select 
conversation dialogue with 
other characters from multiple- 
choice menus. Each location is 
depicted in superb style, with 
some very atmospheric graph¬ 
ics. The only caveat is that even 

moderately-accomplished 
adventurers will find the task a 
bit easy. 
★ ACE RATING 850 ON IBM PC 

SAVAGE EMPIRE 
Origin/Mindscape • PC £34.99 
• Amiga £TBA 
Using the Ultima VI interface, 
Origin have taken a side-step 
from the medieval world of 
their previous games, and now 
plunge you into a nightmare 
scenario where you control a 
party of characters mysteriously 
transported to a dinosaur- 
infested Lost World. A good 
yarn well told and - hard to 
believe I know - actually better 
than Ultima VI. 
★ ACE RATING 955 ON IBM PC 

SPEEDBALL 2 
Mirrorsoft • Amiga £24.99 • 
Atari ST £24.99 • PC £TBA 
The sequel to the Bitmap Bros' 
violent '88 hit. Basically more of 
the same but with improved 
graphics, a bigger multi-direc¬ 
tional scrolling pitch (festooned 
with bumpers and ball energis- 
ers), extra power-ups and armour 
to pick up or buy between 
games, smoother control and a 

depth-enhancing player-manager 
element. Highly playable, and the 
power-ups do have a noticeable 
affect on the game. The Amiga 
version, in particular, is superbly 
atmospheric, mainly thanks to 
the sample-laden sound effects.. 
More fun than beating up your 
kid brother. Better, play this with 
your brother then beat him up 
★ ACE RATING 903 ON AMIGA 

STRIDER 
SegaA/irgin • Megadrive £39.95 
This coin-op conversion was 
reviewed some time ago on 
home computer. Thankfully, the 
Megadrive incarnation is 
supremely superior - if you did¬ 
n't know better you'd swear 
you were playing the arcade 
machine. Strider Hiryu has to 
jump and tumble through levels 
of acrade-perfect action. 
Stunning for its graphics, sound 
and gameplay, Strider is a must- 
buy for any Megadrive owner. 
★ ACE RATING 919 ON SEGA MD 

SUPER MARIOLAND 
Nintendo • Super Famicom (inc. 
with grey-import console) 
Could this be the best platform 
game available? The game fol¬ 

lows the seemingly never-end¬ 
ing adventures of Mario, as he 
jumps and joy-rides his way 
through 99 sub-levels of plat¬ 
form action. What makes the 
game so special - apart from its 
superlative graphics, stunning 
sound FX (the echo in the caves 
has to be heard to be believed) 
and super-satisfying - is the 
never-ending variety in the 
gameplay; it's not all just run¬ 
ning and jumping. Complete 
this and you can consider your¬ 
self a real games supremo. The 
best reason for splashing out on 
the Famicom is here. 
★ ACE RATING 910 ON FAMICOM 

SUPER MONACO GP 
US Gold • Atari ST £24.99 • 
Amiga £24.99 • PC £TBA 
A superb conversion of the 
coin-op - what else could you 
expect from the enigmatic but 
oh-so-talented ZZKJ, the man 
behind such technically-stun¬ 
ning games as Super Hang-On 
and Powerdrift. Everything you 
want from a racing game is 
there - a sense of speed (with 
some huge roadside features 
whizzing by), a throaty roar 
from the engine, good control 

★★ SHEKHANA CONSOLES Est. since 1978 ★★ 
★ ★ ACCESS ★ CREDIT CARDS LINE - 081-340-8565 VISA ★★ 

★ ★ PC ENGINE ★★ ★ ★ SEGA 8 - BIT** 1 ★★ SEGA MEGADRIVE ★★ 1 
PC Engine Core Grafix.129.99 Master Svstem Plus flnr 7 namoc x n..n\ no oo 

PC-UK Power Supply.12.99 
Pro 1 Joystick.24.99 

SOFTWARE FROM £19.99 

★★NINTENDO GAMEBOY^ 
Gameboy System Inc Tetris. 
Gameboy System Inc Tetris Plus any game... 
2 Player Cable. 
G.Boy Hint Book. 

Light Boy (Inc Wide Boy)... 
NB Amplifier. 
NB Carry C 
NB Hard Carry Case. 
GR Hip Pouch. 
Docs Soft Carry Case. 
Tote Carry Case - Hard.... 
Large carry Case - Soft... 

Mario Bros/Golf Tennis/Wizard & Warrior/ Ballon 
Kid Spiderman/Revenge of Gator Alleyway/ Bolar 
Striker Double Dragon 

Above Games £19.99 Each 

Baseball, Batman, Battlebull, Bomers Adventure, Boxxle, 
Bubble Bubble, Bubble Ghost, Bugs Bunny, Gurai Fighter, 
Castlevania, Chase HQ, Cosmotank, Daedalion Opus, 
Dead Heat Scramble, Dragons Lair, Dr mario, Duck Tales, 
FI racer, Gargoyles Quest, Ghostbuster2, Godzilla, 
Gremlins 2, Hal Wrestling, Hieanky Alien, Hyper Lode 
Runner, In your face Kung Fu Master, Lock n' Chase, 
Mercenary Force, Motorcross Maniacs, Nemisis, NFL 
Football, Ninja Boy, Northstar Ken, Operation Contra, 
Penguin Wars, Pipedream, Power Racer, DIX, Quartet, D- 
Billion, R-Type, Rader Mission, Robocop, Serpent, Skate 
or Die, Snoopy, Paperboy, Teenage Turtles, the 
Chessmaster, Volley Ball, World Bowling, WWF Wrestling, 
R-Type, Op.Cunira. 
Above Games £24.99 Each. Any 2 games for £45. Any 

three for £65.00 

★ ALL ABOVE GAMES HAVE ENGLISH 

★ * SPECIAL OFFER** 
TEENAGE TURTLES JAPANESE VERSION ONLY 

£19.99 

Quickshot Joyustick.12.99 
Quickshot SG Fighter.14.99 

Quickshot Maverick.14.99 

Battle Outrun, California Games, Double Dragon, 
E-Swat, Gaunlet, Ghouls and ghosts, Golden 
Axe, Impossible Mission, Indiana Jones, Jungle, 
Fighter, JB Douglas Boxing, Micky Mouse, 
Moonwalker, Outrun, Paperboy, Submarine 
Attack, Wonderboy 3 

All above games £26.99 Each 
Ring for further titles 

★ ★ ATARI LYNX** '§ ★★★★ OFFER THREE**** 

Lynxs Console. ...79.99 
★★★★ SEGA MEGADRIVE ★★★★ 

Lvnxs PSU. Id QQ + TWO GAMES CHOICE OF 

Carry Case... iqqo ESWAT/KLAXS/GHOULS AND GHOSTS/INSECTOR 
Sun Visor. .7.99 X/CURSE/RASTAN SAGA 2 £149.99 
Cigarette Lighter... 

SOFTWARE FROM £24.99 

★ ★ ATARI LYNX^ 

★★★★ IMPORTED MEGADRIVE ★★★★ 
SEGA MEGADRIVE PAL OR SCART 

PLUS ANY JAPANESE GAME UP TO £29.99 

£129.99 

★★★★ OFFER TWO**** 
★★★★ SEGA MEGADRIVE ★★★★ 

PLUS ANY JAPANESE GAME OF YOUR CHOICE 

£139.99 

Sega Game Gear Syatem... 
Game Gear + Any Gar 
Game Gear + any 3 games... 
Power Supply Unit AC/DC.... 
Bseball. 
Chase HQ. 
Columns. 
G-Loc. 
Micky Mouse. 
Monaco Grand Prix. 
Pacman. 
Pengo. 
Wonderboy. 

...14.99 

...24.99 

.24.99 

Sega Control Pad. 
New Pro 2 Pad Inc Autofire... 
Arcade Power Stick. 
Power Stick. 
Power Supply Unit. 
Scarf Lead. 
Pro 1 Joystick. 
8-Bit Convertor. 

** SEGA MEGADRIVE** 
OFFICIAL MEGADRIVE 

SEGA MEGADRIVE PLUS ANY UK GAME UP TO £29.99 
PLUS JAPANESE ADAPTOR.£169.99 
SGEA MEGADRIVE plus ADAPTOR 
TO RUN ALL JAPANESE GAMES PLUS GAME 
OF OUR CHOICE.£179 99 

...14.99 

...17.99 

...29.99 

...29.99 

...12.99 

...12.99 

...24.99 

...34.99 

* PC ENGINE PORTABLE* 
PC ENGINE PORTABLE + GAME £299.99 

** NINTENDO FAMICON** 
FAMICON SYSTEM - SCART.224.99 
FAMICON SYSTEM - PAL 1 (IV).249 99 
FAMICON + 2 GAMES - SCART.299.99 
FAMICON + 2 GAMES - PAL 1 .324.99 
Akutorisa, Big Run, Dombuzel, F-Zero,Gradius 3,Hole in One,Pilot 
Wing,Populous,Super Mario,Super R-Type,SD Gundam.Darius 
Plus. £44.99 Each 
FINAL FLIGHT £49.99 SUPER MARIO 4 £49.99 

SEGA MEGADRIVE CONVERTOR TO ENABLE YOU TO 
RUN ALL JAPANESE GAMES ON THE UK OFFICIAL 

SYSTEM... £14 99 

After Burner 2.. 
Alex Kidd 2. 
Altered Beast. 
Arnold Palmer Golf. 
Budokan . 
Buster Douglas Boxing. 
Curse. 
Dangerous Seed. 
Darius 2. 
Dick Tracy. 
Dynamite Duke. 
E.Swat. 
Fatman. 
Gairies. 
Genorg. 
Ghouls and Ghosts. 
Golden Axe. 
Hard Drivin'. 
Hellfire. 
James Pond. 
Joe Montana Football. 
John Madden Football. 
Lakers v Celtics. 
Last Battle. 
Mickey mouse. 
Moon Walker. 
Mystic Defender. 
PGA Golf. 
Phantasy Star 2 • English ... 
Populous. 
Rastan Saga 2. 
Revenge of Shinobi. 
Sonic Hedgehog. 
Strider. 
Super Hang On. 
Super Monaco GP. 
Sword ot Sodan. 
Sword ot Vermillion. 
Thunderforce 3. 
Wonderboy 3. 
World Cup 90. 
Zany Golf. 

...29.99 . 

...24.99... 

...29 99 . . 
.39.99 
.39 99... 

.39.99 
36 99 
39.99 

24.99 

..'34.99 

** NINTENDO** 
Action Set.9.99 

NES Advantage.39.99 
Bad Dudes.34.99 
Bayou Billy.34 99 
Bubble Bobble.24.99 
Double Dragon.34.99 
Duck Tales.39.99 
Lightforce.24.99 
Mega Man.34.99 
Pinbot.29.99 
Probotector.29.99 
Rescue._...,r 
Rygar.; 
Stealth ATF.29.99 
Super mario 2.39.9 

Shekhana has been 
advertising in ACE 
on a regular basis 

since 1988 providing 
an honest and 

reliable service to all 
of our customers - 

no need to use 
anybody else - Give | 

us a call NOW!! 

MAIL ORDER CUSTOMERS 
Chq PO payable to SCS, (ACE) 655 Green Lanes, London. N8 OQY P&P 
Add 75p per software + £1 for accessories £5 machines EEC- £1 per item, 
elsewhere- £2 per item for airmail. Please specify machine type in order. 
New releases will be sent to you on release. 
TEL 081-340-8565 FAX 081-889-9413 

PERSONAL CALLERS 
Can purchase software at our branches at : 2 Gladstone Houuse, High Road, Wood Green N22 

OAA (Opp Top Rank Club) TEL 081-889-9412 
221 Tottenham Court Road, London W1R 9AF (Near Goodge St Tube station) TEL 071-631-4627 

ABOVE ARE MAIL ORDER PRICES ONLY 

CREDIT CARD HOLDERS ACCESS AND VISA CARDS ACCEPTED TEL: 081- 
340-8565 FAX 081-889-9413 LICENVCED CREDIT BROKER TRADE 

ENQUIRIES WELCOME PLEASE NOTE OUR IMPORTED SEGA MEGADRIVE 
WILL RUN BOTH JAPANESE + CURRENT OFFICIAL SOFTWARE. PLEASE 

NOTE MOST OF OUR CONSOLE PRODUCTS ARE IMPORTED. ALL PRICES 
SUBJECT TO CHANGE WITHOUT PRIOR NOTICE E&OE 
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3y2” DISKS 
Large or small users - we have the 1 

MITSUBISHI 
50’s . . 39p. .£ 19.95 
100’s . . 38p. .£ 38.85 
400’s. . 35p. .£143.00 
800’s. . 32p. .£261.50 
1200’s. . 30p. .£368.00 
SONY D/S D/D 135 tpi 
50’s . . 42p. .£ 21.50 
100’s . . 41p . .£ 42.00 
400’s. . 39p. .£159.50 

800’s. . 36p. . £294.25 
1200’s. . 35p. .£429.00 

All disks are PIN numbered and carry a 100% quality control/no quibble 
guarantee. Disk labels supplied 

STORAGE BOXES 

372" (10 capacity box) “Slimpak". f}'22 eaC!l 
372" (10 capacity box) see through “Vision 10”. eac[j 
372" (40 capacity box) lockable disk storage box.   £3.60 each 
372" (50 capacity box) lockable disk storage box. £4.05 each 
372" (80 capacity box) lockable disk storage box. £4.40 each 
372” (100 capacity box) lockable disk storage box. £5.05 each 
372" (120 capacity box) lockable disk storage box. £6.65 each 
3V2" stakable, lockable box (holds 150).£19-95 
372” ‘POSSO’ stackable box (holds 150). £16.30 
372” ‘BANX’ lockable/stackable (holds 90).£10.20 

All disks boxes are anti-static, Amiga beige, contain keys, 
dividers and rubber feet (with the exception of 10’s) 

111 

ACCESSORIES 
Printer Stands (80 col) . £6.65 
Printer Stand with tray.£10.20 
Tilt ‘n’ turn monitor stands.£10.20 
Monitor Arms (fully adjustable with keyboard keeper). £71.50 
Data Switches (2-way serial or parallel). £16.30 
Copy Holders (Thingi III). £4.05 
A4 Desk Top Holder. £8.10 
Mousemats (boxed 8mm) red, blue, grey. £3.00 
Mousemats 5mm packaged . £1.99 
Mousebrackets. £1.99 
Amiga/Atari printer leads. £5.05 
372” cleaning kits . £1.99 
Amiga/Atari Dust Covers. £3.00 
LC10 Disk. £5.05 
Roll of 1000 372” labels. £7.90 
1000 Tractor feed labels.   £10.20 
Mouse/Joystick Switch Manual .£10.20 
Mouse/Joystick Switch Auto . £20.40 

PRINTER RIBBONS 
QTYl 

Amstrad DMP2000/3000.*2.97 . 
Amstrad DMP4000.*3.98 . 
Amstrad PCW 8256/8512.£3.58 . 
Amstrad PCW9512.£2.97 . 
BrotherHP 15/20/25/35.£2.55 . 
Brother M1009/1109.£3.98 . 
Citizen 120D/LSP10.£2.97 . 
Epson MX/FX80/85/800.£2.97 . 
Epson FX100/105/1000.£3.70 . 
Epson LX80/86.£2.97 . 
Panasonic KXP1080/81/82.£3.98 . 
Star LC10.£2.97 . 
Star LC24200 Mono.£5.00 . 
StarLC104colour.£6.05 . 
StarLC24/10Mono......£3.90 . 
Panasonic KXT1124.£3.90 . 

QTY5 
... £265 

. £3.70 _ 
£3.25 
£2.65 ^ 

QTY10 
£2.25 

“**£3.25 
““£3.05 
““£2.25 

. £2.35 „ 
£3.70 . 

. £2.75 _ 

. £2.75 _ 

. £3.45 ^ 

. £2.75 _ 

. £3.75 _ 

. £2.75.. 

. £4.80 „ 

. £5.45.. 

. £3.70 .. 

.£3.70.. 

£2.20 
”£325 
”£2.45 
”£2.45 
”£3.15 
”£2.35 
”£3.25 
”£2.45 
”£4.60 
”£5.15 
”£3.20 
”£3.20 

PLEASE NOTE THAT THIS IS JUST A SMALL SELECTION OF OUR LARGE RANGE. 
TELEPHONE 0530 813591 FOR PRICING ON OTHER RIBBONS NOT LISTED. 

. 
H RAM EXPANSIONS 

V2 meg upgrade (without clock) .... £30.50 

V2 meg upgrade (with clock). £35.60 

Features include: ON/OFF memory switch 
auto-recharge battery backed clock 

4 low power fastrams 
ST and IBM Expansions Stocked 

.>   11II 111 mil II111 ll II11litlll11 HIHHil.ililhl 

AMIGA SCREEN GEMS|—| 
Amiga Basic inc Mouse and Modulator 

£338.00 

Screen Gems £369.95 

Amiga Starter Pack £475.00 

Phone for details 

III iii!!!;! I!!!; 11!!!!!! ||| I!!!!!!!!! |' 11 

H POWER SUPPLY h 

Fully compatible replacement 
Power Supply for Amiga or Atari 520ST 

1 ONLY £39.80 

H JOYSTICKS h 
p.: Quickshot II Turbo. . £8.25 1 

Quickshot III Turbo. £9.25 ! 
Quickshot 128F Maverick . £12.99 I 

Wil. Quickshot 131 Apache. . £6.99 1 
fey Quickshot 127 Infra Red Rem. Cont. £29.95 1 
p!=; Competition Pro Colour . . £9 .99 1 
f&L Quickjoy Jet Fighter. £12.99 1 
p-X- Quickjoy Super Board . £14.99 ! 

SPECIALS 

STAR LC10 Mono Printer . £162.00 
STAR LC-200 Col Printer . £214.50 
STAR LC-24/200 Col Printer . £275.80 
PHILIPS Col Monitor Mkll . £255.40 

(ref CM8833) 
11 x 972 S.P. plain 70 GSM Micro pert paper 
Pack 100 .£2.55 
Pack 250 .£4.05 
Pack 500 .£6.10 
Pack 1000 .£9.15 
Pack 2000 .£17.35 

;.r 

DISK DRIVES 

372” External disk drive for Amiga/Atari, 
Slimline design colour co-ordinated 

throughport connector, with own Power Supply. 
1 year guarantee 

ONLY £59.25 

CONSOLES 

Gameboy (Hand held) Inc Tetris.£69.95 

Sega Megadrive (16 Bit) Inc Pads and Power Pack. 
Will run UK, American and Japanese Games .... £139.00 

Above with free game.£149.00 

Japanese Game Adaptor.  £14.95 

Super Famicom 16 Bit inc 2 games, 2 Pads 
and Power Pack. £339.95 

Nintendo Action Set Inc Control Deck, 2 controllers, 
Zapper Gun and 2 games.£99.00 

Please note that we stock software for all the above 
machines and Atari and Amiga. We also buy and 

exchange 2nd hand cartridges. 

: 

MICE 
Amiga mouse, two button fully compatible 

as replacement . £20.40 

Atari ST mouse, two button fully 

compatible replacement. £20.40 

Naksha Mouse inc 2 year Warranty, 

Mouse mat and Mouse bracket . £39.85 

IBM Mouse . £25.50 

SOUNDBLASTER 
Twin Stereo, amplified speaker system for the 

Amiga/Atari including Power Supply, Cables and easy 

fitting instructions. Pack also includes Corporation 

(RRP £24.95) and Jumping Jackson 

(RRP £19.99) and playable demo of Lemmings 

ONLY £51.00 inc VAT 

TO ORDER 
CHEQUES AND PO.’s PAYABLE TO OMC LTD AND 

SEND TO ADDRESS BELOW. 

CREDIT CARDS SIMPLY TELEPHONE YOUR 

ORDER ON 0530 813591 (8 LINES) 
FAX 0530 813595 FOR OUR 

IMMEDIATE ATTENTION 
Postage £3.60 Carriage £9.00 

THE ORIGINAL IVJSDm 7 OVJlPAn < L; 1 0 
DA2A ALXJAADlA MOU-J£j UiMJ r IVVJHUY.HOAO; 1 

0 OA L7J LLEj Li! 10 7 L7 q 2LA 
7EL O'j-JD A \L99 \ J9A99 922 ALL LAX OALO A ILL 9 A 

Trade a/cs welcome. All prices include VAT. Corporate, education orders welcome. Personal callers welcome 
TOo rAC 
CARRIA( 
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reponse, tricky courses and 
intelligently-driving opponents. 
The only place it falls down in 
comparison to, say. Gremlin's 
Lotus, is in the lack of courses. 
But as the review said, SMGP is 
well up with the leaders. 
★ ACE RATING 871 ON AMIGA 

SWITCHBLADE 2 
Gremlin • Atari ST £24.99 • 
Amiga £24.99 
At last! A game to make the 16- 
bit console owners realise that 
they haven't got the monopoly 
on slick graphics and superb 
gameplay. Although a sequel, 
the game bears few similarities 
to its predecessor. The 
inspirations from the Strider 
coin-op are obvious: guide Hiro 
through level after level of 
baddy-laden mayhem, collect¬ 
ing varied (and wonderfully 
depicted) power-ups to help in 
the quest. Admittedly, there's 
very little here that you haven't 
seen before, but rarely has it 
been done so slickly. 
★ ACE RATING 900 ON AMIGA 

TEAM SUZUKI 
Gremlin • Amiga £24.99 • Atari 

ST £24.99 • PC £24.99 
Gremlin go from strength to 
strength with this marvellous 
bike game. The action is depicted 
using amazingly fast 3D polygon 
graphics, allowing a greater 
degree of realistic modelling for 
the bike's performance. Control is 
is very responsive - perhaps a lit¬ 
tle too responsive, which can 
make play frustrating at first. THE 
bike game for the Amiga - but 
remember that you'll need to put 
in a bit of practice to begin with. 
* ACE RATING 900 ON AMIGA 

TURRICAN 2 
Rainbow Arts • Atari ST £24.99 
• Amiga £24.99 
There are some games that 
you’ve got to have, the original 
Turrican was one of them. It 
proved that, given the right 
programmers, the Amiga could 
do anything an arcade machine 
could do and better. The sequel, 
though still an excellent game, 
is perhaps a little to similar - i.e 
shoot everything - to its prede¬ 
cessor to become a classic in its 
own right. However, anyone 
looking to relive that old magic 
or has yet to discover it afresh 
can do no wrong forking out 

£25 for this. The Atari ST version 
(rated at 898) is especially wor¬ 
thy of mention for its superb 
graphics, which are nearly on 
par with the Amiga's. 
* ACE RATING 899 ON AMIGA 

WING COMMANDER 
Origin/Mindscape • Amiga 
£TBA • PC £34.99 
Another 3D space combat 
game, but radically uses of stun¬ 
ning ray-traced and digitised 
graphics for the spaceships. 
They rotate, shrink and grow 
with amazing speed and fluidi¬ 
ty. Animated scenes punctuate 
the action and present the first 
true cinematic experience on a 
home computer. The multitude 
of missions mean this isn't a 
game of surface gloss. Sadly 
only on PC at the moment, and 
then best appreciated on the 
high speed models. 
★ ACE RATING 949 ON IBM PC 

WONDERLAND 
Magnetic Scrolls • Amiga 
£29.99 • Atari ST £29.99 • PC 
£34.99 
The Scrolls, having stunned the 
world with The Pawn way back 

in 1987, return with a new clas¬ 
sic. An adventure game based 
on the famous novel Alice in 
Wonderland, the plot follows 
the book enough to retain its 
weird flavour but not so slavish¬ 
ly as to make it solvable by sim¬ 
ply knowing the story. The lav¬ 
ish text, teeming with hundreds 
of tough (but logical) puzzles, is 
accompanied by a number of 
stunning animated graphic 
scenes. All adventure fans kneel 
and pray - an essential buy. 
★ ACE RATING 910 ON IBM PC 

WRATH OF THE DEMON 
Empire • Amiga £29.99 • Atari 
ST £29.99 • PC £29.99 • 
Macintosh £29.99 • C64 £TBA 
A highly-polished Shadow of 
the Beast 2 beater. The plot is 
yer usual slay-the-demon-and- 
win-a-princess effort, but the 
superlative graphics and audio, 
combined with enjoyable, if 
ultimately shallow, gameplay. 
The game is split into 'scenes', 
each with a different style, i.e. 
left/right horizontal scroller or 
Banbar/an-style hack-'em. This 
variety helps sustain long;asting 
interest. 
★ ACE RATING 884 ON AMIGA 

HOW TO PLACE YOUR ENTRY 
All you have to do is send off the form below, together with your payment. 

Entries to the Pink Pages cost just £8.00 each. (Except for helpline which is free). 

• The maximum is 20 words except for helpline. (Helpline entries can be extended to 100 

words max - use another sheet of paper if necessary). 

• The service is NOT open to trade advertisers 

• We will print your advertisment in the available issue 

• Entries which could be interpreted as encouraging software piracy will not be accepted 

T^NTIiV FORM Write your advertisement here, one word per box? 
H/1X 1 JV1 F URiVl Include your name, address and phone num 

POST TO : CATEGORY OF ENTRY : her if you want them printed 
ALE KLAHEKS PAljE 
Emap Images, Priory Court, U Helpline □ For Sale 
30-32 Farringdon Lane, □ Wanted □ User Groups 
London EC1R 3AU q other 

Please place my ad in the next Method of payment 
available issue of ACE. r,__ 
Name • ° Cheque Q PO 
Address:. 

Please make cheques and 
postal orders payable 

1_ 



ACE MAGAZINE DOES NOT CONDONE 
PIRACY! ANY ENTRIES WILL BE 

FORWARDED TO THE 
' FEDERATION AGAINST 

SOFTWARE THEFT. ACE 
READERS’ PAGES 

FOR SALE 

Megadrive VGC £120. 
Games are : Afterburner 
2, Ghouls and Ghosts, 
ESWAT, Super 
SAhinobi, Cyberball 
Thunderforce, and 
Super Basketball £20 
Tel: Ongar 362015. 

Clear Out of Atari ST 
Equipment, eg 
Computer Hard disk, 
printer, lazer monitor 
upgrade, plotter etc.. 
(0495) 272092. 

BBCB for Sale Colour 
monitor tape recorder + 
many games. Worth 
ovever £600 selling 
£175. Tel Alex (5- 
6.30pm) (0303) 264344. 

PC Engine + CD Rom. 8 
Brill games, worth £600, 
sell for £350 Tel: James 
between 4pm to 5pm 
(0703) 773622 fast sell. 

SEGA Mega Drive, 
ESWAT, Forgotten 
Worlds, Altered Beast, 
Monaco GP, Ghouls and 
Ghosts, Populous. Only 
£210 Tal 0708-725829 
after 6pm. 

NES worth over £380 
selling for £230ono. 12 
Excellent games boxed 
and in good condition 
Tel 0895-532231 
contact Conor 

SEGA Master system 
with two games Super 
Tennis and hang on 
under a month old for 
£45 Woking 0483- 
770838. 

MEGADRIVE PAL or 
Scart in perfect 
condition with nine 
games two joypads and 
joystick, £350 ono Ring 
dermot 0276-76156 

AMSTRAD 464 Colour 
monitor diskdrive, 
printer, word processor 
software 50+ games, 
manuals, programming 
books. Excellent 
condition, complete 
£400 Tel: 0792-310698. 

ATARI 520STFM 
PSS580 Keyboard 
stand Midi Leads 40 
games Mouse, joystick 
£930 new £650 contact 
05394-32170 

PC Engine CD Rom 
(scart) 16 Top games 2 
joypads perfect 
condition £420ono 
Megadrive (scart) 12 
games £350 Tel: 0843- 
603654 

AMSTRAD CPC 6128 
Colour monitor disk 
drive, Data recorder and 
many games for £295 
Tel 0734-422710 Ring 
after 5pm. 

ORIGINALS AMIGA 
GAMES sale latest titles 
very cheap, write to Mr 
S.Law, 88 High street, 
Crediton, Devon EX17 
3LB. 

1 MEG AMIGA 500 2nd 
Drive, printer, monitor 
etc.. Tel for details £800 
all VGC 081-851-5519 
after 6pm. 

Amiga 500 joystick 
Games : Beast 2, FI 9, 

Amos, Pipemania. All 
leads & manuals boxed 
as new sell £400 + TV 
Tel: 081-659-1337 
evenings. 

WANTED 

VIC 20 Cartridges 
wanted also tapes and 
early software write to : 
John Allan 14 Grange 
Park Errol PH2 7SR.‘ 

HELPLINE 

HELP NEEDED on BAT 
Write to Kevin Langston, 
15 Spindlswood Close, 
Heath Hayes, Cannock, 
Saff 

Will anyone help me on the 
Turtles to get me to help 
Splinter on Lavel 3 and 45. 
I just can't get him if you 
can tell me how to do the 
turtles. Reply to R.Thomas, 
Llysy Coed, Dyfed. SA36 
0ED 

NEED Help, solutions 
maps or anything that 
would help me complete 
Populois, Oops Up 2 
Powermonger. Amiga 
A500 versions. Please 
write to Daniel Moore, 133 
Cambridge Drive, Ipswich, 
Suffolk. IP2 9UN 

Although I have a CPC I 
am interested in Dragon 
Computers the help I need 
is how much it is and if it is 
compatible with other 
computers like the CBM 
64/128 Spectrum etc.. If 
you have any information 
then write to : Majid 
Saleem, 4 Buckingham Rd, 
Riverside, Tamworthy, 
Staffs BB79 7TU 

NEEDED! Hints and - 

Tips/solution to Chaos 
Strikes Back and Tips on 
Powermonger please, I 
have a wealth of tips hints 
for other games too 
numerous to mention here. 
Please write to: Mr PR 
Booth, 6 Canterbury Ave, 
Ilford, Essex 131 3NA. 

NEED Help with following 
games on Amiga Guild of 
Tieves, Rainbow Islands, 
Turbo Outrun, X-Out, Z- 
Out, Bubble Bobble, Elite, 
Powermonger, Nemblos 2 
and Spindizzy 2. Send your 
maps, pokes etc... to 
Daniel Moore, 133 
Cambridge Drive, Ipswich, 
Suffolk. IP2 9UN. 

Calliung all Nintendo 
owners, help is needed 
urgently! So, if you are one 
of the proud owners of 
Simons Quest please could 
you help me to get across 
the large stretch of water, 
and the large cliff close to 
the gravyard. If so please 
write to Christian 
Anderson, The Old 
Vicarage, Church End, 
North, Somercotes, 
Lincolnshire, LN2 7PZ 

Please help Sega Masters. 
Ultima 4 Where can I find 
the Shrine of Spirituality? 
Koopman Noella Palinck. 
STR42 2100 Deurne 
Belgium 

COMPLETE SOLUTION 
for Shadow of the Beast 2 
needed (061)643 0647 82 
Compton Way, Middleton 
junction, Manchester M24 
2BY. Oh and by the way 
does anyone know the 
cheats for Midnight 
Resistance or Flood? All 
solutions needed for Amiga 
versiions Ask for David. 

How to win on the ACE 
Stockmarket. Send SAE to 
"Phil Maxfield, 40 Brow, 
Brecks Rotherham. 

S.Yorks. Success rate 
60% + 

TOWER of Babel please I 
am desperate on Group 12 
Tower G Excellent game 
would like to finish it please 
help. 

HELP needed desperately 
for Warhead (ST). I can’t 
get past the Mission with 
the black hole at Star "CH¬ 
OI 0". Please help me as I 
haven't got a clue how to 
complete it and it is really 
frustrating me. I can give 
the solution to Mad 
Professor Mariartic and tips 
for Midwinter, Interphase, 
Carrier Command (Action 
Game) and Battle of 
Britain. Please write to 
Jonathon Stane , 
Ballysase, Curragh, County 
Klidare, Eire. 

ATARI Lynx owners help is 
at hand. Fed up with no- 
one reviewing games for 
the Lynx. Then Send SAE 
to Andrew Ried 63 
Croftney Selby, N.Yorks. 
Please write and support.. 

NOTICE! 

Unfortunately, due to piracy 
groups using the Penpals section, 

ACE have been forced to 

discontinue this part of the 

Readers Page. We apologise to 
genuine advertisers for any 

inconvenience. 

Any suspicious entries will be 
forwarded to the Federation of 

Free Traders who will take action 

against Pirates. 

NOTICE! 
DO YOU WANT TO BE | 

IN OUR READERS 
PAGES? 

YES? 
THEN FILL IN THE 
ENTRY FORM AND 

STICK IT IN THE 
POST! 
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Stuck in an adven¬ 
ture? Want to know 
where to meet 
adventuring pals? 
Want to win a free 
ticket to an exclu¬ 
sive adventurers1 
convention? Want to 
know which number 
to phone for adven¬ 
ture help? It's all 
here in Pat 
Winstanley's latest 
and - sadly - final 
Adventureline. So 
what comes next on 
these Pinkies? Write 
to us with your sug¬ 
gestions at: Son of 
Adventureline, Pink 
Box, Priory Court, 
30-32 Farringdon 
Lane, London, EC1R 
3AU and stand by 
for a new section! 

MOW HEAR THIS! 

Although the Adventureline section is 
closing down this month, we will still be 
offering regular information for adven¬ 
turers within the new section that 
replaces it. We're looking not only for 
suggestions as to what you'd like to see 
in such a section (see above) but also 
for people to contribute to it. So put 
those thinking caps on and let us 
know... 

Five years ago two brand new adventuring 

mothers grabbed every magazine off the 

newsagent’s shelves in the hope of finding some¬ 

thing about their hobby. At that time several 

magazines ran columns but as today, editors lim¬ 

ited the space allocated to what was (and is) 

seen as a minority interest. 

Two of the best columns around were by the 

Pilgrim in AA and Keith Campbell in C&VG, but 

even these were insufficient to satisfy the crav¬ 

ings of our novice adventurers. Refusing to admit 

defeat they decided to set up a complete maga¬ 

zine dedicated to the interests of adventurers so 

that fellow enthusiasts could share information, 

opinions, hints, solutions and general together¬ 

ness. The result was Adventure Probe which this 

month will see its 60th consecutive issue making 

it the longest continuously running adventure 
fanzine around. 

Probe started life being typed into a CPC6128 

using Tasword with each copy printed out on a 

long suffering DMP2000 (which is still in use 

today!). Within a few months it became clear that 

a photocopier was needed so this was acquired 

over the objections of one husband and a bank 

manager. From that point Probe began to reflect 

the format and presentation it has today, an A5 

booklet of some 48 pages crammed with every¬ 

thing that interests adventurers. Probe is still pro¬ 

duced on a 6128 but the print quality has 
improved beyond recognition. 

The chronology of Probe runs like this: 

June 1986 - first issue (with a cover date of 

June 1996! -1 plead guilty and later editors have 

retained the mistake for posterity - ouch). The 

magazine was conceived as a club forum written 

by and for adventurers of all levels. From the 

start the emphasis was on home produced soft¬ 

ware which, although well produced, received lit¬ 

tle exposure in the mainstreahi magazines. 

November 1986 - Probe and Adventure 

Contact (Contact was exclusively for adventure 

writers and lasted around 18 months) split and 

Sandra Sharkey took full control of Probe. 

May 1988 - Mandy Rodrigues took over as 

editor of Probe and from remote Llandudno, 

nestling between the Ormes, comes this report: 

Mandy saw Probe first on the recommenda¬ 

tion of another reader and was immediately 

enchanted. “Everything an adventurer needs.” 

she said. When Sandra decided that she could 

no longer handle the work involved, Mandy was 

asked to take Probe over. Unable to stand the 

thought of Probe not appearing every month on 

her doormat she hesitated for a month or two 

then agreed to shoulder the burden. 

Surprisingly Probe is almost identical in format 

and content now to what it was five years ago. 

The emphasis is still on homegrown software 

with reviews by readers rather than the editor. 

Writers are unpaid as the magazine is not and 

never has been profit making. Advertising is 

taken but if a game is slated the review will be 

published alongside the advert - no holds 

barred. 

Currently the subscription list numbers around 

400 and includes adventure columnists on all the 

major computer mags. In the summer of 1990 

around a quarter of the readership gathered in a 

Birmingham hotel for the first Probe Convention 

(nice to see a meeting outside London for a 

change) and were entertained by the sight of Nic 

Rumsey - all 6’ 4” of him - arriving in traditional 

style with a silk lined velvet cloak, rope wound 

round shoulder and chest, a long staff and a belt 

from which dangled a brass lantern and an over¬ 

sized bunch of keys! 

His appearance in the convention room was 

greeted by stunned silence, promptly followed by 

fits of appreciative giggles. On retiring to the bar 

for a drink Nic was served by a speechless bar¬ 

maid who goggled, went away, then returned a 

minute later to ask where he had come from. 

Rather shamefaced Nic admitted “The other 

room.” In fact he had dressed up in the gents at 

the hotel! Believe it or not, the hotel is allowing 

the convention again in 1991. 

The convention itself was an extension of the 

friendship circles which have developed over the 

years by post and telephone through the medium 

of the magazine. Unlike many other fanzines 

there has been little in the way of serious bicker¬ 

ing between members, the only black spot aris¬ 

ing from a subscriber who bought a range of 

games from different homegrown producers, 

renamed them and then attempted to market 

them as his own. He was expelled. 

In addition to the annual convention, a couple 

of local groups have grown from the magazine. 

One in Wigan meets monthly with up to a dozen 

readers from a 25 mile radius cramming into a 

room full of computers to swap gossip, hints, 

tips, boasts, playtesting, demonstrations of new 

games and several hours of fun. There is also a 

group which meets in Cleveland. 

The magazine itself can be a little daunting at 

times to newcomers who may not understand 

the ‘in-jokes'. For instance, Spectrum owners are 

unlikely to have come across the Grue who takes 

his name from an enthusiastic appreciation of 

Infocom games. These tend to contain dark 

rooms which, if visited without a lamp, result in 

the intrepid adventurer being eaten by a Grue. 

Much better than falling over and hitting your 

head! I can exclusively reveal in this column that 

the uniform of a Grue is long hair covered by a 
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baseball cap with wild staring eyes attached to it! 

But newcomers need not feel left out. All the 

old hands are more than willing to offer unpatron¬ 

ising help, advice and friendship. Mandy positive¬ 

ly encourages contributions from new sub¬ 

scribers, be it a short hint or a full length feature. 

Since all machines are covered there is plenty of 
scope. 

Among the readership eight and sixteen bit 

owners are represented almost evenly, with the 
edge still on eight bit, but many people appear 

to be upgrading and retaining their existing 

machines. Since the vast majority of adventure 

software is for the Spectrum this seems a good 

move. A quick survey of the advertisments in the 

current issue offers an Amiga adventure creator, 

adventure PD for both Amstrad and Spectrum, a 

disk magazine for ST or Amiga containing maps 
and solutions, adventures for 

Spectrum/C64/CPC/ST and Amiga, a second¬ 

hand swapshop for the Spectrum, and a couple 

of fanzines of interest to general computer 
users. 

Overall, if you have an interest in the adventur¬ 

ing scene you would be well advised to buy a 

couple of copies of Adventure Probe - it could 

be the beginning of some very satisfying friend¬ 
ships. 

FREE TICKETS!! 
Any non-subscriber who buys a sample copy of 

the 5th birthday issue of Adventure Probe (pub¬ 

lished early June) will automatically be entered 

into a free draw. Two lucky sample readers will 

win free tickets to the Probe Convention in 

Birmingham, October 1991. Probe subscribers 

have to pay £5 for these tickets and apart from 

the prizewinners only subscribers can attend so 

it's a worthwhile prize. To order a sample copy of 

the birthday issue and have a chance of a free 

ticket send your cheque/PO by 30th June - 

£1.50 to ACE/Probe Draw, 67 Lloyd Street, 

Llandudno, Gwynedd, LL30 2YP. 

ADVENTURE SHOP 
Do you want some further information or advice 

about adventures? Then peruse the list below. 

Here you will find everything from adventure pro¬ 

gramming to adventure solutions, computer 

games to telephone games - read on. 

GUIDING LIGHTS 
Telephone helpline - personal help 12.00am to 
12.pm (7 days) 0898-338933 

Inferno telephone adventure - dumped alive in 
hell! Help! 0898- 442777 

Dial-a-Tip - computer moderated adventure help 

0898-101234 (All the above lines cost 34p per 

minute off peak and 45p other times - if you 

don’t pay the phone bill get permission from the 
person who does!) 

ADVENTURE WORKSHOP & 
ADVENTURE CODER 
Fancy writing your own adventure? Then grab a 

copy of the magazine just for you. Coder is for 

8-bit programmers and Workshop for 16-bit. 

Both cover simple and advanced skills using cre¬ 

ators, Basic or machine code and each costs 

£1.25 for a sample copy from Christopher 

Hester, 3 West Lane, Baildon, Near Shipley, West 
Yorks, BD17 5HD. 

PUBLIC DOMAIN ADVENTURES 
Spectrum: For a range of games at 99p + 

postage contact Gordon Inglis, 11 West 

Mayfield, Edinburgh, EH9 1TF. 

Amstrad: Homebrew PD wanted and distributed. 
For information send SEA to Adventure PD, 10 

Overton Road, Abbey Wood, London, SE2 9SD. 

MAPS & SOLUTIONS ON DISK: 
Syntax produce bi-monthly disks for both ST and 

Amiga containing an average of 10 adventure 

solutions/maps, 11 reviews and 12 files of hints. 
Syntax has been established for almost two 

years now and asks just £3.50 per disk or 

£20.00 for a year’s subscription. (Amiga owners 

need an external drive). For further details con¬ 

tact Syntax, 9 Warwick Road, Sidcup, Kent, 
DA14 6LJ. 

HOMEGROWN SOFTWARE (PLEASE 
ENCLOSE SAE WITH ENQUIRIES): 

C64/Spec/CPC; Atlas Adventure Software, 
Address as Adventure Probe above. 

ST/C64/Spec; River Adventures, 44 Hyde 

Place, Aylesham, Canterbury, Kent, CT3 3AL. 

Spectrum; FSF Adventures, 40 Harvey 

Gardens, Charlton, London, SE7 8AJ. 

Amiga/ST; Jim MacBrayne, 27 Paidmore 

Crescent, Newton Mearns, Glasgow, G77 5AQ. 

Spectrum; Silent Corner, 3 Lonsdale Villas, 
Wallasey, L45 4PG. 

ST/C64/Spec; Interactive Technology, PO Box 
146, Sheffield, S13 7TY. 

ST/Spec; Zenobi Software, 26 Spotland Tops, 
Cutgate, Rochdale, Lancs, OL12 7NX. 

MEGA HIRE 
IMPORTERS AND EXPORTERS OF ALL 

ENTERTAINMENT CONSOLES AND CARTRIDGES 
TRADE ENQUIRES WELCOME! 

HARDWARE 
SEGA MEGADRIVE (PAL-I) + SONIC THE HEDGEHOG + MICKEY MOUSE.. 
SUPER FAMICOM (SCART) + FINAL FIGHT + ACT RAISERS. 
SUPER FAMICOM (PAL-I) + GAME OF YOUR CHOICE. 
NEO-GEO CONSOLES... 
ALL GAMES FROM. . 
JOY JOY KID. . 
LEAGUE BOWLING.. 

.£185 
£299 
£350 
£280 
£120 
£130 
£130 

SEGA MEGADRIVE 
MICKEY MOUSE. £25 
MIDNIGHT RESISTANCE.£38 
DICK TRACY.£30 
DARIUS II.£32 
GAIRIES.£32 
MAGICAL HAT.£29 
GYNOUG.£30 
SUPER AIRWOLF.£32 
VERYTEX. £30 
LAKERS Vs CELTICS (USA).£38 
SONIC THE HEDGEHOG (USA).£38 

NINTENDO SUPER FAMICOM 
FINAL FIGHT. 
ACT RAISER. 

.£45 

.£40 
GRADIUS III. .£40 
PILOT WINGS. .£40 
F-ZERO. .£40 
MARIO WORLD. .£40 
POPULOUS. .£38 
BOMBUZAL. .£38 
R-TYPE II. .£48 
ULTRAMAN. .£48 
DARIUS TWIN. .£48 

RING FOR BRAND NEW + SECOND HAND LISTS 
P/\RT EXCHANGE AVAILABLE ON ALL MACHINES! 

I GAME GEAR GAMES ALL £25 1 

ALL ITEMS SENT BY RECORDED DELIVERY. 
MAKE CHEQUES + P.O. PAYABLE TO MEGA HIRE. 

ADD £1 PER ITEM P+P, CONSOLES ADD £5 

2 DARFIELD HOUSE, DARFIELD COURT, 
TICKHILL, DONCASTER, DN11 9HV 

PHONE/FAX: 0302 751428 (8am to 8pm 7 days) 

WIN A SUPER FAMICOM WIN A SUPER FAMICOM WIN A SUPER FAMICC 

CALL MEGALINE, THE COMPETITION LINE 
THAT’S SPONSORED BY MEGA HIRE 

WIN A SUPER FAMICOM 
EVERY CALLER RECIEVES THE LATEST MEGA HIRE PRICE LIST 

18111 
D 45P PER M1NU1 

$ WIN A SUPER FAMICOM WIN A SUPER FAMICOM WIN A SUPER FAMI 2 

KEENHELM BOX 256 NN1 4LA 

IF AN 
OVERT IS WRONG, 

HO PETS IT RIGHT? 
Wc do. The Advertising Standards Authority ensures 

advertisements meet with the strict Code of Advertising 
Practice. 

So if you question an advertiser, they have to I 
answer to us. 

M> find out more ulxiul the ASA. please write to 
Advertising Standards Authority. Dept. X. Brook House. 

Ibrrlnglon Place. London WC1E 7HN. _ 

ASA 
T»ta •Mrr I* *#M<r4 la Ifcr latrrraU ml U«h *Ua4»(<» la 4«trrtlM>airal> 

f Advertising 

WJ 
ALIENS 

Can You 
The ALIENS 

For 
CASH PRIZES 

313 573 
Infodial PO Box 36 LSI 4TN Call Charges 33P Per min Cheap Rate 44P all other timesl 
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FREEBIES 
Mark Smiddy, looks at some 
new releases in the wonderful 
world of PD 

Hot news this month is the arrival of the 

first compiled AMOS game. What makes 

this a real sizzler is the game has arrived 

before the compiler! Dogfight 2 is the brain¬ 

child of The AMOS Club's Aaron Fothergill with 

graphics by his brother, Adam. According to 

AMOS entrepreneur Sandra Sharkey, the 

game benefits greatly from the compiler 

because it relies heavily on calculation. “The 

original version,” she commented, “is a bit 

slow, but the compiled one can really fly...” 

Was that pun intentional, Sandra? 

The game, which has a multitude of 

options, had only just landed as this issue 

went to press, so I haven't seen it yet. 

However, according to Sandra the player can 

fight up to seven human (two on joystick and 

six, yes, six on the keyboard) or computer 

controlled aircraft in a battle for supremacy of 

the skies. Special bonuses allow for such 

things as extra weapons and even a cloaking 

device. A new version allowing multi-computer 

combat is being worked on, until then you'll 

need IMeg RAM, two joysticks and seven 

friends. Dogfight 2 is Licenceware - a measly 
£3.50 - order code LPD17. 

Other new releases include a new version 

of Reversi. Reversi 2, the sequel, plays like 

the original, but the new licenceware version 

has animated sequences based on themes 

like, Night and Day, Rain and Shine, and Cars 

and Buses etc. As the tiles change, an animat¬ 

ed sequence fades from one tile to the other. 

Wild. Also new from the Sparx stable are 

Jigmania and a parent pleaser, Play It Safe - a 

home safety program for kids. Finally, on a 

related topic, the Sandra Sharkey's STOS PD 

library has now been taken over by Goodman 
Enterprises. 

ACE FREEBIES WORKS! 

ACE knows this column actually results 
in more sales for participating libraries - 
at least one has had to be rescued from 
under the deluge of extra mail. So why, 
we wonder, are all those nice PC people 
sitting back and saying it's not for us? 
Come on folks - if you don't hurry your 
boat will get sunk by the ST and Amiga 
crowd. Are you really going to suffer 

that outrage? 

GO GETTER 
Amiga Mouse £3.50 

I have seen the future of AMOS games - his 

name is Ronnie Simpson. How can you 

describe a game like this in the few short lines 

allocated to it? Briefly, it's a 3D isometric 

board game with super graphics (the title 

screen is a sci-fi dream) and animation. The 

idea is very simple - just like High-Low. The 

computer gives you a number from 0-9 and 

you have to guess if the next will be higher or 
lower. 

Sounds boring? Not on your nelly - 

because of all the extra features this is one of 

the most addictive games I have ever played. 

Once you start a game it's difficult to leave it 

alone. Everything about Go-Getter is highly 

polished - and the only criticism I have is the 

instructions are on a rainbow background 

which makes them hard to read. Go Getter 

SHAMELESS PLUG 

Thanks to the following: 
PC: Advantage Shareware - 0242 224340. 

Amiga: AMOS PD Library - 0942 495261. 

ST: Goodman PDL - 0782 335650. Budgie 

UK, 5 Minster Close, Rayleigh, Essex, 

SS6 8SF. 

can be played with someone else or against 

the computer - and unlike most computer 

board games, this one works! Get it. 

4-WAY LYNX 
Amiga Joystick £3.50 

This is a puzzle game almost certainly 

inspired by PipeMania (but really nothing like 

it, honest) and written by Andreas Andreou. 

The idea is to link a series of tiles together. 

There are 22 levels in all, each'one harder 

than the last, but the game includes a level 

creator so-you can create your own levels. 

This is a queer game with a weird control 

system that takes a lot of getting used to. In 

fact, you'll probably have to read the instruc¬ 

tions at least twice before you get the hang of 

it. Once you do, beware, you'll be hooked - I 
was. 

4-Way Lynx has not attracted a lot of 

attention because of its apparent complexity - 

first-time users will probably need to be a 

member of Mensa with a doctorate in neo¬ 

physics to complete a level without reading 

the instructions. That should not be taken as a 

warning to avoid this one, it really is a great, 

well polished and original game. However, I 

would urge Sandra to write some more lucid 

instructions - do that and you’re on to a win¬ 
ner. 

MONEY 
SPINNER 
ST Mouse £3.00 

Personally I find fruit machine simulations 

about as interesting as watching paint dry and 

Jim Holmwood's implementation is, sadly, 
nothing new. There's nothing wrong with the 

game, the animation is adequate and the 

graphics interesting if nothing special. The 

sound is pretty average - although a few spot 

samples do add a little and the bonus screens 

are fun. In its favour, at least you cannot lose 

real money. A fair amount of work has been 

put into this, but the idea is, frankly, rather 
tired. 

EXODUS 
ST Joystick £3.00 

Chris Jeffery's strange arcade shoot-em-up is 

a curious mixture that looks something like a 

cross between Plutos and Speedball with a 

pinch of Xenon thrown in for good measure. 

Quite what's going on in this game is beyond 

me - but who cares, it’s darned good fun. The 

graphics and sound are well up to par for a 

budget title, the four-way scrolling landscape 

and animation smooth an efficient. The idea is 

not very new, but it’s a highly playable mixture 

which taxes the trigger finger more than your 

wetware. Another great title from Budgie. 

It is with some regrets and many fond 

memories that I am finally handing the baton 

of Pink PD to someone else. My thanks and 

best wishes, go to PD and licenceware authors 
for machines the world over. May all the long 

nights be worthwhile and your games be 
great. 

PAT WINSTANLEY TAKES OVER! 

At a recent computer exhibition, this tame rov¬ 

ing reporter was spotted wading through the 

mists and accosted by some demo writers. 

Why can’t we get a mention in your column?* 

they demanded. 'Because Pat Winstanley's 
taking it over', I replied fearlessly. ‘And how 

do we get in touch with her?' they cried. 'By 

writing to Pink PD, ACE, Priory Court, 30-32 

Farringdon Lane, LONDON EC1R 3AU. 

Anything will do - as long as it’s an original 
offering.' 
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OFTWARE CITY 
Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 

Tel: 0902 25304. Fax : 0902 712751 

ATARI ST & AMIGA GAMES 

30TW(SPifcWXl^ 
AlOTank Killer.N.A.24.99 

M.O.S Games Creator .N.A 34.99 
ATF2.17.99.N.A 
Action stations (1 Meg) (New).N.A.21.99 
Advanced Destroyer Sim (New).17.99.17.99 
Advanced Fruit Machine.6.99.6.99 
Ancient Battles.17.99.17.99 
Arkanoid - Revengfe of Doh.7.99.7.99 
Axels Magic Hammer (New Price).7.99.7.99 
B A T .24.99.21.99 
Back to the Future 3 (New).17.99.17.99 
Backgammon (New).17.99.17.99 
Bar Games.N.A.17.99 
Barbarian 2 (New Price).7.99.7.99 
Bards Tale 3 (New).N.A.17.99 
Batman the Caped Crisader.7.99.7.99 
Battle Chess.17.99.17.99 
Battle Command.17.99.17.99 
Battle of Britain Their finest hour).21.99.21.99 
Battle Master.21.99.21.99 
Betrayal.21.99.21.99 
Blue Max (New).N.A.21.99 
Bombjack .6.99.6.99 
Bridge Player 2150.N.A.21.99 
Bridge Tutor .17.99.N.A 
Buck Rogers.N.A.21.99 
■ J s Elephant Antics (New).N.A 6.99 
Cadaver .17.99.17.99 
Captive.  17.99.17.99 
Carv - Up.17.99.17.99 
Carrier Command (Special Offer).N.A.12.99 
Centrefold Squares.9-99.9.99 
Champions of Krynn (1 Mg).N.A.21.99 
Chase HQ2 .17.99..17.99 
Chessmaster 2100.N.A.21.99 
Codename lceman(1 Meg).24.99.24.99 
Cohort Fighting for Rome (New).21.99.21.99 
Colonels Bequest (New).27.99.27.99 
Colorado (New Price).7.99.7.99 
Colossus Chess 10.9 99.9.99 
Continental Circus (New Price).7.99.7.99 
Corporation + Mission Disk (New).17.99.17.99 
Corporation Mission Disk.9.99.9.99 
Crazy Cars.7.99.7.99 
Cricket Captain .17.99.17.99 
Curse of Azure Bonds (1 Meg only).21.99.21.99 
Daily Double Horse Racing.9.99.9.99 
Daley Thompsons Olypic Challenge.7.99.7.99 
Damocles.17.99.17.99 
Damocles Mission Disk 2.6.99.6.99 
Defender 2 .14.99.14.99 
Defender of the Crown (New Price).9.99.9.99 
Deluxe Strip Poker.9.99 9.99 
Denaris (New Price).7.99.7.99 
Double Dragon (New price).N.A.7.99 
Dragons Lair 2.31.99.31.99 
Driller (New Price).7.99.7.99 
Duck Tales (New).N.A.17.99 
ESWAT.17.99.17.99 
Ed the Duck .17.99.17.99 
Elite (Special Offer).12.99.N.A 
Elvira Mistress of the Dark (New).21.99 21.99 
Emlyn Hughes International Soccer.17.99.17.99 
Emlyn Hughes Trivia Quiz (New).17.99.17.99 
FI 6 Combat Pilot.17.99.17.99 
F19 Stealth.21.99.21.99 
F29 Retaliator.17.99.17.99 
Fantasy World Dizzy.6.99.6.99 
Fast Food.6.99.6.99 
Federation of Free Traders.7.99.9.99 
Ferrari Formula one .6.99.6.99 
Final Whistle.8.99.8.99 
Fire Brigade (1 Meg).21.99.21.99 
Final Contact (Special Offer).3.99.N.A 
Flintstones (New Price) 7.99.7.99 
Flood.17.99.17.99 
Football Director 2.14.99.14.99 
Football Manager 2 + Expansion Kit.13.99.13.99 
Formula 1 Grand Prix.4.99.4.99 
Fruit Machine.6.99.6.99 
Fun School 3 under 5.17.99.17.99 
Fun School 3 5-7 yrs.17.99.17.99 
Fun School 3 7+.17.99.17.99 
Gary Linekers Hotshots.6.99 6.99 
Gaunlet 2.7.99.7.99 
Galaxy Force (Special Offer).N.A.2.99 
Gazza 2.17.99.17.99 
Gemini Wing...7.99.7.99 
Gettysberg .21.99.21.99 
Ghenghis Khan (1 Meg).N.A.27.99 
Golden Axe.17.99.17.99 
Gunship.17.99.17.99 
Hammerfist (Special Offer).7.99 N.A 
Hard Drivin 2 .17.99.17.99 
Harpoon (1 meg).N.A.21.99 
Hill Street Blues (New).N.A.17.99 
Hitch Hikers Guide to the Galaxy.6.99 6.99 
Hong Kong Phooey.6.99.6.99 
Horse Racing (Special Offer).N.A.12.99 
Hostages.7.99..7.99 
Immortal (1 meg only).17.99.17.99 
Imperium .17.99.17.99 
Indianapolis 500 .N.A.17.99 
Infestation (Special Offer) 9.99 N.A 
Insects in Space (New).17.99.17.99 
International Ice Hockey.17.99.17.99 
Jack Nicklaus Unlimited Courses.N.A.21.99 
James Pond .17.99.17.99 
James Pond (1 meg).N.A.17.99 
Jaws.7.99.7.99 
Jet (Special Offer).N.A.17.99 
Jockey Wilsons Darts.6.99.6.99 
Judge Dredd .14.99.14.99 
Jupiter Masterdrive (New).17.99.17.99 
Kamikazee.7.99.7.99 
Keef the Thief (New price).N.A 6.99 
Kenny Dalglish Soccer Manager.7.99 7.99 
Kick Off (Special Offer).5.99.5.99 
Kick Off 2.14.99.14.99 
KickOff 2 (1 meg).N.A.17.99 
Kick Off 2 the final Whistle.9.99.9.99 
Killing Cloud (New)_.17.9.17.99 
Killing Game Show (New).17.99.17.99 
Last Ninja 2 (New Price) 7.99 7.99 
Leather Goddessesof Phobos 6.99.6.99 
Legend of Faerghail .21.99.21.99 
Leisure Suit Larry.21.99.21.99 
Leisuresuit Larry look for Love.27.99.27.99 
Leisuresuit Larry 3 .27.99.27.99 
Lemmings (New) 17.99 17.99 
Little Puff.6.99. 
Loom .21.99.21.99 
Loopz (New).14.99. 14.99 
Lord of the Rising Sun (Special Offer) N.A 12.99 

The' Lost' PaYroT 
Lotus Espirit Turbo Challenge.17.99.17.99 
Ml Tank Platoon .21.99.21.99 
M.U.D.S.N.A.17.99 
Man United.14.99.17.99 
Manhunter in San Francisco.24.99.24.99 
Menace (Special Offer).N.A.6.99 
Mercenary Compendium.9.99.9.99 
Merchant Colony (New).21.99.21.99 
Midnight Resistance.17.99.17.99 
Midwinter.21.99.21.99 
Mig 29.24.99.24.99 
Mighty Bombjack.14.99.17.99 
Monty Python .14.99.14.99 
Moonwalker (New Price).7.99.7.99 
Mr Heli(Special Offer).6.99.N.A 
Multi Player Soccer Manager.17.99.17.99 
NAM (New).21.99.21.99 
Navy Seals (New).17.99.17.99 
Nevermind (Special Offer).6.99 N.A 
Nightshift (New).17.99.17.99 
Ninja Remix.17.99.17.99 
North and South (New Price).7.99.7.99 
Obitus.N.A.24.99 
Omnicron (Special Offer).N.A.6.99 
Operation Hormuz.7.99.N.A 
Operation Stealth .17.99.17.99 
Operation Thunderbolt.14.99.17.99 
Operation Wolf (New Price).7.99.7.99 
Oriental Games (Special Offer).9.99.9.99 
Outrun.6.99.6.99 
P 47 Thunderbolt (Special Offer).N.A.6.99 
PGA Tour Golf (New).N.A.17.99 
Pang.17.99.17.99 
Panza Kick Boxing (New).17.99.17.99 
Peter Beardsley Int. Football.7.99.7.99 
Pictionary.17.99.17.99 
Planetfall.6.99.6.99 
Player Manager.14.99.14.99 
Police Quest 2.N.A.24.99 
Pool of radiance (1 Meg only).N.A.21.99 
Populous.16.99.16.99 
Populous New Worlds.6.99.6.99 
Ports of Call.N.A.17.99 
Postman Pat .6.99.6.99 
Powermonger.21.99.21.99 
Prince of Persia...17.99.17.99 
Pro Flight Sim .27.99.N.A 
Pro Tennis Tour 2.N.A.17.99 
Pub Trivia.4.99.4.99 
Quest for Glory 2 (New).N.A.27.99 
Question of Sport (New Price).6.99.6.99 
R-Type (New Price).7.99.7.99 
RVF Honda (Special Offer).N.A.9.99 
Red Storm Rising.17.99.17.99 
Renaissance (Special Offer).9.99.9.99 
Rick Dangerous 2 .17.99.17.99 
Robocop 2.17.99.17.99 
Rocket Ranger (New Price).9.99 9.99 
Rorkes Drift .17.99.17.99 
Ruff and Ready.6.99.6.99 
Shadow of the Beast.17.99.N.A 
Shadow of The Beast 2.N.A.24.99 
Shadow Warriors .17.99.17.99 
Sherman M4 ()New Price).7.99.7.99 
Silent Service (Special Offer) N.A.9.99 
Silkworm.N.A.7.99 
Sim City.21.99.21.99 
Sim City.21.99.21.99 
Sim City Editor.N.A.9.99 
Space Quest 3.N.A.31.99 
Speedball 2.17.99.17.99 
Spy Who Loved Me.14.99.14.99 
Spy v Spy 1 or 2 or 3.4.99 4.99 
Starglider 2 (Soecial Offer) 6.99.6.99 
Steve Davis Snooker .9.99.9.99 
Strom across Europe.N.A.21.99 
Strike Force Harrier (New Price).9.99.9-99 
Super Cars + 10 Fre Disks.12.99.12.99 
Super Cars 2 (New).N.A.17.99 
Super Hang On .N.A.7.99 
Super Monaco GP (New).17.99.17.99 
Super Off Road Racer.17.99.17.99 
Supremacy.21.99.21.99 
Switchbalde (New Price).7.99.7.99 
Swiv (NEW).17.99.17.99 
TV Sports Basketball.N.A.21.99 
Targhan.4.99.4.99 
Team Suzuki.17.99.17.99 
Team Yankee .21.99.21.99 
Tee Off.6.99.6.99 
Teenage Mutant Hero Turtles.17.99.17.99 
Torvak the Warrior (Special Offer).6.99.6.99 
Total Recall.17.99.17.99 
Tournament Golf.14.99.17.99 
Toyota Celica GT Rally.17.99.17.99 
Tracksuit Manager.7.99.7.99 
Treasure Island Dizzy.4.99.4.99 
Treble Champions (New Price).6.99.6.99 
Trivial Pursuit.14.99.14.99 
Turf Form/System 8 (Horse racing/Pools) .9.99.9.99 
Turn and Burn.14.99.14.99 
Turrican 2.17.99.17.99 
Tusker (Special Offer).4.99.N.A 
Typhoon of Steel (1 meg).N.A.21.99 
U.M.S 2 (1 Meg Only).21.99.21.99 
Ultima 5.21.99.21.99 
Ultimate Golf-Greg Norman.17.99.17.99 
Venus Fly Trap.14.99.14.99 
Verminator (Special Offer).4.99 N.A 
Vigilante.7.99.7.99 
Viz (New).14.99.14.99 
Voodoo Nightmare (New).17.99.17.99 
Wacky Darts (New).N.A.6.99 
War Construction Set (1 meg).N.A.21.99 
Warhead (Special Offer).N.A.21.99 
Warlock the Avenger (New).17.99.17.99 
Warlords (New).17.99.17.99 
Welltris.17.99.17.99 
Wicked.N.A.4.99 
Wings (1 meg only).N.A.21.99 
Wings 1/2 Meg only).N.A.17.99 
Wings of Fury.N.A.17.99 
Winter Olympiad (New).6.99.6.99 
Wishbringer (New Price).6.99.6.99 
Wizball (New Price).7.99.7.99 
Wolf pack (1 meg) .N.A.21.99 
World Championship Soccer.14.99.17.99 
Wrath of the Demon.N.A.21.99 
World Class Leaderboard.7.99.7.99 
Xenon.7.99.7.99 
Yogi and the Greed MOnster.6.99.6.99 
Z-Out .N.A.14.99 
Zarathrusta.N.A.17.99 
Zork 1 or 2.9.99.9.99 

SIXTEEN BIT COMPILATIONS 

* LUCASFILM COMPILATION* 

Indiana Jones last Crusade, Zak Mckracken & 

Alien Mindbenders & Indiana Hint Book 

ST & AMIGA 19.99 

* FULL BLAST* 

Ferrari Formula 1, Carrier Command, Rick, P47 

Th.bolt, Highway Patrol & Chicago 90 AM & ST 

21.99 

* POWER PACK* 

Xenon 2, TV Sports Football, Bloodwych & 

Lombard RAC Rally ST & AMIGA 21.99 

★ PLATINUM * 

Strider, Black tiger, Forgotten Worlds & Ghouls 

and Ghosts ST & AM 21.99 

# CHALLENGERS * 

Fighter Bomber, Super Ski, Kick Off, Pro Ten. 

Tour & Stunt Car Racer ST & AM 21.99 

* SOCER MANIA* 

Microprose Soccer, Football Manager 2, Gazzas 

Super Soccer & Football Manager World Cup 

Edition ST & AMIGA 17.99 

# POWER UP* 

Rainbow Islands, Turrican, Chase HQ, X-Out, &* 

Altered Beast ST& AMIGA 21.99 

* SPORTING WINNERS* 

Daily Double Horse Racing, Steve Davis Snooker 

& Brain Cloughs Football Fortunes ST & AM 16.99 

* WHEELS OF FIRE * 

Hard Drivin, Chase HQ, Turbo Outrun & Powerdrift 

ST&AMIGA 21.99 

* HOLLYWOOD COLLECTION# 

Robocop, Ghostbusters 2, Batman Movie & Indi 

Jones LC ST & AMIGA 21.99 

* HOYLES BOOK OF GAMES* 

Cribbage Crazy 8's, Gin Rummy, Old Maid, Hearts 

& Klondike SolitudeST & AM 21.99 

* THRILLTIME PLATINUM VOL 2* 

Buggy Boy,Bombjack,Space harrier, Live&Let 

Die,Th.Cats Beyond Ice Palace & Battleships 

ST & AM.16.99 

# FINALE * 

Paperboy, Ghosts and Goblins, Space Harrier & 

Overlander ST & AM 17.99 

# FIST OF FURY# 

Double Dragon 2, Shinobi, Ninja Warrior & 

Dynamite Dux ST& AM 19.99 

# BIG BOX* 

Teenage Queen, Cap.Blood,Bubble,Hostages,Tin 

on Moon,Safari Guns,Purple Saturn Day.Kryton 

Egg,Jumping Jackson,Stir Crazy ST& AM 21.99 

# THE WINNING TEAM* 

APB,Klax,Vindicators,Cyberball,Escape 

pi.Rob.Monsters ST& AMIGA 21.99 

* FISTS OF FURY* 

Double Dragon2, Shinobi, Ninja Warrior & 

Dynamite Dux ST & AMIGA 21.99 

*COIN OP HITS 2* 

Dynasty Wars, Ninja Spirit, Vigilante,Hammerfist & 

Ghouls& Ghosts ST & AMIGA 21.99 

* SPORTING GOLD* 

Cal. Games,The Games Winter & Summer Edition 

ST& AMIGA 21.99 

# CLASSIC 4* 

Invaders,Asteroids,Galaxions & Centerpede 

ST& AMIGA 6.99 

3.5" DOUBLE SIDED. DOUBLE DENSITY WITH LABELS 

1 0.59 

10 5.50 

25 12.50 
3.5 40 PIECE DISC BOX 6.99 

3.5 80 PIECE DISC BOX 

MOUSE MATS 

7.99 

2.99 

ST & AG EXTENSION LEADS 5.99 

AMIGA EXPANSIONS 
AMIGA 1/2 MEG EXPANSION 39.99 

AMIGA 1/2 MEG EXPANSION + CLOCK 49.99 

HINT BOOKS 
Bards Tale 1 or 2 or 3 5.00 
Champions of Krynn 7.99 
Colonels Bequest 8.99 
Conquest of Camelot 8.99 
Curse of Azure Bonds 7.99 
Dragons of Flame 4.00 
Heroes of the Lance 4.00 
Heroes Quest 8.99 
Hillsfar 7.99 
Indiana Jones the Adventure 4.99 
Kings Quest 1,2,3,4 8.99 
Leisuresuit tarry 1,2 3 8.99 
Man Hunter in San Francisco 8.99 
Might and Magic 2 5.99 
Police Quest 2 8.99 
Pool of Radiance 7.99 
Secret of the Silver Blades 7.99 
Space Quest 1,2,3 8.99 
Quest for Clues Hint Book 3 14.99 

HINTS & TIPS FOR 40 TITLES INCLUDING: 
Codename Iceman Future Wras Hound of Shadow, 
Indiana Jones Leisure Suit Lariy 3 Loom Manhunter 

in SF Police Quest 2 Space Quest 3 Battle Tech 
Championsof krynn Etc.7 pages no more 

ORDER FORM AND INFORMATION 
All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send it 
to: SOFTWARE CITY, Unit 4, The BDC, 21 Temple Street, Wolverhampton. WV2 4AN. 

ORDER FORM 
NAME. 
ADDRESS. 

POSTCODE.TEL NO : . 

Name of Game Computer Value 

Postage 
TOTAL 

POSTAGE RATES : Please add 50p for post & packing on all orders under £5. EEC countries add £1 

per item. Non EEC countries add £2 
PAYING BY CHEQUE - Cheques payable to Software City. 

Card Type.Expiry Date. 

Card No:. 
EUROPEAN ORDERS 

MASTER CARS 

EUROCARD ACCEPTED 

Signature :.. 

Date :. ACE 06/91 
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12-18 MAY 
SOFTWARE RELEASES 

Accolade: Stratego (ST, Amiga 
£25.99). Board game in which 
you must manipulate your 
pieces to capture your oppo¬ 
nent's flag. Gunboat (Amiga 
(£25.99) 

Virgin: Viz (CPC £9.99 tape^ 
£14.99 disk). Race capers with 
characters from the infamous 
comic. Supremacy (C64 disk 
£19.99). Gigantic 
strategy/trading/action/explo¬ 
ration game set in deep 
space. 

Electronic Zoo: Galactic 
Empire (ST, Amiga £TBA). 3D 
strategy game. Geisha (ST, 
Amiga £TBA). Rescue Eva 
from the clutches of the lust¬ 
ful dragon. Billed as an 
"adult" game. 

Electronic Arts: Centurion 
(Amiga £25.99). Carve out a 
career for yourself in the 
Roman Empire. 
Powermonger Clue Book 
(£5.00). Hints and tips for all 
formats. 

Software Business: Moto 
Grand Prix (PC £25.50). Motor 
cycle racing game. 
Millennium Warriors (C64 
£11.50 tape, £15.50 disk). 
One-to-one combat for one or 
two players set against five 
different historical back¬ 
drops. 

Domark: Hydra (Spectrum, 
C64, CPC £10.99 tape, £14.99 
disk). Tengen coin-op conver¬ 
sion: fight off mercenaries 
and terrorists to deliver pack¬ 
ages around the world. 

Sunday 12 
Formula One racing: Monaco Grand 

Prix Bristol Computer Fair, Holiday 

Inn, Lower Castle St, Bristol. 

Contact Bryan Walker on (0202) 

896610 for details on this one-day 
show. 

Monday 13 
Tuesday 14 
Independence Day, Paraguay 

Wednesday 15 
Football: European Cup-Winners’ 
Cup Final 

Thursday 16 
Anniversary of the Relief of 

Mafeking, on this day in 1900. 
Friday 17 
Constitution Day, Norway 

Saturday 18 
Football: FA Cup Final between 

Tottenham Hotspur and Notts 

Forest at Wembley Scottish Cup 
Final: Dundee United vs 

Motherwell. 

19-25 MAY 
SOFTWARE RELEASES 

Accolade: Jack Nicklaus 
Championship Courses vol 5 
(Amiga, PC £12.99, Macintosh 
£15.99). Accessory disk. 

Mastertronic/lnfocom: 
Enchanter (ST, Amiga, PC 
£9.99). Rereleased text 
adventure from Infocom's 
heyday. 

Electronic Zoo: Ball Game (ST, 
Amiga £TBA). Puzzle game. 

Software Business: Living 
Jigsaws (ST, Amiga £25.50, PC 
£30.60). Puzzle game: jig¬ 
saws, either traditional or 
with various templates. 

Audiogenic: Wreckers (ST, 
Amiga £24.99). Space-based 
shoot 'em up. 

Innerprise: Cyberblast (Amiga 
£25.50). TWo-player arcade 
style game. 

Respray/Domark: Xybots (ST, 
Amiga, PC £7.99). Second 
chance to buy this shoot 'em 
up on Domark's budget label. 
Trivial Pursuit II (ST, Amiga, 
PC £7.99). Dragon Spirit (ST, 
Amiga, PC £7.99). 

Sunday 19 
Monday 20 
Tuesday 21 
CD-ROM Europe: 3-day conference 

and exhibition at Novotel, 

Hammersmith, London W6. Charles 

Lindbergh, 25, became the first 

person to fly non-stop across the 

Atlantic, from New York to Paris, on 
this day in 1927. 

Wednesday 22 
Thursday 23 
Cricket: One day international, 

England vs West Indies 
Friday 24 
Saturday 25 
Independence and Army Day, 

Jordan Cricket: One day interna¬ 

tional, England vs West Indies 

26 MAY - 1ST JUNE 
SOFTWARE RELEASES 

Accolade: Jack Nicklaus 
Unlimited Plot Disk (Amiga, 
PC, £TBA). 

Virgin: Sarakon (ST, Amiga, 
PC, C64 £TBA) 

Electronic Zoo: Brigade 
(Amiga £TBA). Wargame 
boasting real-time action, 
digitised sound, user-editable 
scenarios and accessory disks 
to come. 

Electronic Arts: Magic Candle 
II (PC £29.99). Spells and 
enchantment in this role- 
playing game from 
Mindcraft. 

Oxford Softworks: Chess 
2175 PC £TBA) 

Audiogenic: Wreckers 
(Spectrum, CPC £10.99 tape, 
£14.99 disk) 

Storm Computers: Napoleon I 
(ST, Amiga £TBA). 

Domark: RBI 2 Baseball 
(Spectrum, C64, CPC £10.99 
tape, £14.99 disk, ST, Amiga, 
PC £29.99). Baseball sim fea¬ 
turing 26 teams and com¬ 
plete with 1989 statistics to 
help your team selection. 

Sunday 26 
Monday 27 
Spring Bank Holiday UK. Cricket: 

One day international, England vs 

West Indies Tennis: French Open 

Championship begins in Paris 
Tuesday 28 
Wednesday 29 
Memorial Day, USA Oak Apple Day: 

remembered for the flight of 

Charles II after the battle of 

Worcester in 1651. He hid in an 

oak tree to avoid capture. If you 

feel particularly keen to demon¬ 

strate your loyalty to Charles II, 

wear an oak leaf buttonhole today. 
Thursday 30 
Friday 31 
Republic Day, South Africa 

JUNE 

Saturday 1 
Victory Day, Tunisia 1951: reports 

that Hillary and Tensing had con¬ 

quered Mt Everest were confirmed. 

2-8 JUNE 
SOFTWARE RELEASES 

Accolade: Conspiracy (PC 
£35.99). Clear name from the 
murder suspect list; Stratego 
(C64 £TBA). Board game in 
which you must capture your 
opponent's flag. 

Micro Illusions: Discovery 
(Amiga £25.53). Exploration 
and alien-fighting aboard a 
crashed spaceship. 

Virgin: Magnetic Scrolls 
Collection vol 1 (PC, 
Archimedes £34.99) 

Electronic Arts: Halls of 
Montezuma (ST, Amiga 
£25.99) 

Silmarils/Palace: Metal 
Mutant (ST, Amiga, PC 
£25.99). Savage beat 'em up. 

Sunday 2 
Formula One racing: Canadian 

Grand Prix (Montreal) 

Monday 3 
Tuesday 4 
2nd anniversary of Tiananmen 

Square massacre 

Wednesday 5 
The Derby at Epsom 

Thursday 6 
Cricket: First 5-day test, England 

vs West IndiesFriday 7 
Saturday 8 
Horse racing: The Oaks at Epsom 

NB Some prices uncertain this 
month due to VAT increase. 
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A GOLDEN AGE? 

YOU WONT BELIEVE IT! 
Remember our exclusive report on Vince 

Tyrell and the ARSE VR system? We never 

thought that some readers might take us at 

our word, but... First, we received a tele¬ 

phone call from a foreign gentleman who 

wished to '...offer Tyrell financial backing'. 

But it was all a joke,' we protested. Stunned 

silence at the other end, followed by 

'Oh..er..l see...Ha ha' and a dialling tone. 

And the letters! Our favourite was the one 

from an outraged reader who said that we'd 

been '...conned by Mr Tyrell'. Oh surely not... 

Super Mario World on the Famicom is an awesome 

creation. If ever anyone doubted whether games 

could aspire to art, they ought to spend a few 

hours (which will probably become a few weeks) with 

this title. You can read more about it in this issue, but 

SMW really deserves an entire magazine to itself. As far 

as Blitter's concerned, this game is evidence that video 

entertainment has finally arrived. 
We have to credit the Japanese with starting the jour¬ 

ney. It's true that they have vast R&D budgets to work 

with, but throwing money at game design doesn't nec¬ 

essarily produce a good game, and SMW is an all-time 

classic. And it's the most recent of a long line of 

tremendous game concepts - the original Super Mario 

was superb and Donkey Kong, in which Mario first 

appeared, was a stroke of genius. 

There are also lots of Japanese games that we very 

rarely see over here and which deserve far greater 

recognition - something they'll get, hopefully, now that 

Japanese console hardware is becoming more 

widespread. How many readers, for example, 

remember Mappy? This horribly addictive platform 

game topped the Japanese charts for months and 

featured a ludicrously original scenario in which a 

cat bounces between platforms using trampolines. 

Superb. And then there was Bokosuka Wars, 

which featured a unique control system for manip¬ 

ulating hundreds of on-screen soldiers. You moved 

the general, and everyone followed. Select other 

leaders, and their various squadrons followed. 

Select a single warrior and he fights alone. The 

game was a frantic rush over a blocky landscape, 

but none the less gripping for all that... 

Things are going to get even better when we 

get a more global console market. Us Westerners 

are pretty mean at games design as well, but the 

directions we move in tend to be very different. Of 

course, there was Nebulus, a very Oriental-style 

success (though not in sales terms), but for the 

most part our laurels rest on simulation-inspired 

efforts like Sid Meier's Railroad Tycoon and Ultima 

VI. We've also been more successful than the 

Japanese at integrating new graphic presentation 

styles - look at Populous, for example - with more 

complex gameplay. 

Together with the proliferation of optical disk 

technology, the next two years look like being a 

golden age for gamesters. Even in the short term 

we've got some stonkers to look forward to. Sid 

Meier's Civilisation, for example, threatens to do 

for mankind what Railroad Tycoon did for chuff- 

chuffs. If Sid doesn't bite off more than he can 

chew, this could turn out be a classic. 
David Braben's been quiet 

for a while now, but you could be 

reading news of this in ACE very 

soon, with a launch planned for 

Spring 1992. Ultima VII, due out 

this autumn, will combine Ultima 

depth of play with Wing Commander 

graphics - help! 

And there's more. The prolif¬ 

eration of hand-helds offers gaming 

possibilities that haven't even begun 

to be exploited. Imagine a Game 

Boy version of D&D, played by four 

players simultaneously using the 

four player link up. Teamsters could sit round in a circle 

and explore the dungeons separately or together, each 

with real-time control of his own character. Hot stuff! 

And what about the Sony Data Diskman - when the 

graphic models come out, you can expect some mind- 

blowing titles on that. Even CDI is threatening to go 

portable... 
No doubt about it, there's never been a better time 

to get into gaming. Blitter used to sit back in the old 

armchair and reminisce about PacMan, but not any 

more... 

* 

And as if to prepare themselves for the Golden Age, 

software impresarios have been playing musical chairs, j 
jockeying for positions that will carry them into the '90s. 

Their movements can teach us a few lessons. Erstwhile 

Activision boss Rod Cousens has gone to Acclaim, so j 
he's obviously in no doubt about Nintendo's future in 

Europe. Microprose UK boss Peter Jones has aban¬ 

doned 'Prose to join narrative software giants Sierra - I 

and don't believe everybody who says the Broderbund 1 

deal isn't going to happen. Finally, Andrew Hewson has l 
managed to move from a company with lots and lots of 

debts to one with...hey presto!...no debts at all! 
Blit BIN 

IN NEXT MONTH'S ISSUE 

The next issue of ACE hits the streets on 

June 8th - and it's going to be a corker. 

For the first time, ACE goes RIGHT ROUND 

THE WORLD! We’ll be bringing you details 

of games culture from Finland to Tierra 

Del Fuego, from Bombay to Brindisi. 

Don't miss it! 

PLUS: 
• ACE Conferences get on the road again. See 
page 39 of this issue if you want to participate. 

• News of a major entertainment event later 

this year, sponsored by ACE. 

• A trip round another world, created by the 
new Dimension Superscape system. 

• All the latest games titles tried, tested, and 

tortured... pi us much, much more! 

onna i 
>f me!! 
what tl 

Dear Newsagent, 
Allow me to introduce myself as a potential 
customer of your fine establishment. I am a 
sophisticate connoisseur of digital entertain¬ 
ment - a medium that will change all our lives. 
Please reserve me a copy ACE magazine - the 
most authoritative coverage of the future of 
games technology. 
PS ACE is out on the 8th of every month. 

Name. 
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Blit Blit! 

Jo ugly wart-nose is d 'mLg | 
m make a monkey out K ! 
me! But that’s just M/ i||K^ 
lat that witch has done - 
e minute I’m the mighty ^ rfr* 
iki and the next I’m having 
eakfast delousing my armpits, I can’t 
ilk a step without tripping over my 
luckles and, oh, there’s an overhanging My 
lie - time to swing out sister! But my 
oken heart is going ape. My beloved 
ho (I can’t wait to share a banana with her) 
s been kidnapped and somehow I’ve 
t to regain my manhood - until then Mil 
n just swingin’ in the rain! llx/ 

le areals* sensation by Fabtek IncTyJ 
^4*2 is now availableL 

k*4 for your micro. 

SPECTRUM . AMSTRAD CARTRIDGE 
COMMODORE CARTRIDGE 

ATARI ST. AMIGA OCEAN SOFTWARE LTD, 6 CENTRAL 
STREET, MANCHESTER M2 5NS. 

TEL: 061-832 6633, FAX 061-834 0650 
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... HE'S IN TOWN WITH A FEW DAYS TO KILL 
AVAILABLE ON: 

AMIGA, ATARI ST, COMMODORE 64/128, 
SPECTRUM, AMSTRAD CPC, IBM PC & COMPATIBLES 
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\ FEW DAYS TO KILL 
ON: 

ODORE 64/128, 
i/I PC & COMPATIBLES 

evolutionary Multi-player Combat! 

■Jh'jti WAi 
Incredible Graphic 
in Space Quest IV! 
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